100% SUPER NINTENDO 



BOB • CLAYMATES • CRASH DUMMIES • EVO • FIRST SAMURAI • JAMES POND 
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• LOST VIKINGS • PIERRE LE CHEF • ROCKY AND BULLWINKLE • MARIO ALL STARS 
• TOM AND JERRY • WAYNES WORLD • WOLFCHILD • BACK TO THE FUTURE 














































• Microswitched'8-way grip w d 

• Six fl'e buttoris ' jl 

• StarVSeleet functions sk| I 

• Slow-motion facility i " 

• 8 foot connectQr cable ^ 

• Variable-speep Autoflre 

• Six button version for Sega available end of '93 

oa^ JJ 3S21 sr ^jfir 

£24.99 inc. VAI 


L&giNd 

The world's first fully microswitched control pad 
t Six fire buttons 
r Eight-direction thumb control 
« Select/Start buttons 

• Independent Autofire (Plus selectable rapid-ttre) 
9 Six-foot connector cable 
9 Six button version for Sega available end ‘93. 

iModel No. JT 360 For Super 


Delta-Ray 1 

9 New ’Comfort-Grip' handle 1 
9 Nine high-quality microswitches’ 
9 Extra-long connector cable 
9 Four fire-buttons 
9 Start button 

# Autofire plus rapid-fire function j 
^ Suction cups for extra stability. J 

Mode! No. JT 456 A 
For Sega Megadrive M 
£16.99 inc. VAT. 


Can you imagine Nigel Mansell using a joystick 
to control his car around a high-speed track? 

Probably not. That’s why we came up with the 
Freewheel. Just plug it into your computer 
joystick port and experience the real sensation of 
driving! 

9 Suitable for all types of driving and flying 
games 

9 Uses unique angle-sensitive switches 
9 Extra-long connector cable 
9 Does not need to be mounted or fixed to a 
surface. 

Model No. FW 311 ■ 

Digital Freewheel For Super Nintendo £34.99 inc. VAT. 
Model No. FW 411 ■ 

Digital Freewheel For Sega Megadrive £34.99 inc. VAT. 


SNES VERSH 


•EGA VERSION 


E FR0|VI MOST COMPUTER OR C.XL OUlRn^ 

TEHEPHONE HOTLINE: 0$1-M 2211. ' - 

i POST AND PACKAGING £3 00 PER ORDER. 

0 INDUSTRIAL ESTATE, bERESFORO AVENUE, WEMBLEY. MIDDLESEX HAD 1NW, ENGLAND 
LEPHONE; 081 900 0023 • FACSIMILE; 081 903 6625. 

ARKS AND BRAND NAMES ARE ACKNOWLEDGED AS THE P80PERTY OF THEIR RESPECTIVE OWNERS. 


SPECTRAVIC^O, 










FANTAZIA/SLAAM CLOTHING 

—— “Ail Tooled Up” 



BATMAN HAMMER, HEATHER MONDO DESTRUCTO, TEAL - UNTERWELT NAVY 

LONG SLEEVE £18.00 - Code; LSR4A SHORT SLEEVE £15.99 - Code: SSM4T . LONG SLEEVE £18.00 - Code: LSU4N 


“Come and Join The Future” 



MAI DANCING MAN BOMBER JACKET BASEBALL CAP, DANCING MAN RECORD BAG, BLACK 

Blue/Black/Turqoise/Red/Purple BLACK £11.99 — Code: HFDAB £18.99 —Code: MFBDB 

£53.50-Code: JF14 



NIPPLE WHITE DANCING MAN, BLACK JESTER, BLACK 

SHORT SLEEVE £10.99 - Code: SMN4W 5 SlIevI IuH - Code: LMD4B SLEEVE £10.99 - Code: SMJ4B 

ORDER DIRECT ON OUR 24 HOUR CREDIT CARD HOTLINE - 0272 767630 


ONE SIZE 
FITS ALL 

(XL) 


All T-Shirts are 
100% Cotton, 
Machine 
Washable. 

All goods are 
despatched 
within 28 days. 


I enclose a cheque/postal order made payable to Home Entertainment 
for £.or debit my Visa/Access Card No. 


Signature..Expiry Date./. 

Name. 

Address . 


Postcode.Tel. No . 


Now completed coupon to: 

Home Entertainment, P.O. Box 100 Colne, Lancs BBS 9JS 


MAVERICK1 


ITEM CODE 

PRICE 













PLEASE ADD POSTAGE 

T-SHIRT £1.50 EACH ITEM 


PLEASE ADD POSTAGE 

CAP £1.00 EACH ITEM 


PLEASE ADD POSTAGE 

JACKET £4.00 EACH ITEM 


TOTAL ORDER VALUE 

£ 


If you do not wish to receive other great offers from 
us and other companies. Please tick this boxO 


SPECIAL READER OFFER • SPECIAL READER OFFER 





































































INSTANT RELIEF 

A frenzy of tips again this month 
including little nuggets for Alien 3, 
WWF Royal Rumble, and something 
outstanding for Rocky Rodent It's all 
ready and gleaming for you on page 


After the orgy of news from the CES last month 
things are a bit quieter now. However we can 
bring you exclusive news of a World Cup Edition 
of Striker that Includes some cracking new 
features. As if that wasn’t enough we also have 
details of a new tank battle sim from Gametek 
and screenshots from Rise of the Robots. 
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SUPER NINTENDO 
DEALS 

ALL GENUINE UK VERSIONS 


SUPER NES WITH WITH MARIO ALL STARS SUPER MARIO 

1,2,3 & LOST LEVELS GAMES ON ONE CARTRIDGE 

AND ONE JOYPAD.114.99 

SUPER NES ALADDIN PACK 

WITH ALADDIN AND ONE JOYPAD.114.99 

SUPER NES STREETFIGHTER TURBO PACK 

WITH STREETFIGHTER TURBO AND ONE JOYPAD. ...129.99 

FOR A PIXEL PERFECT PICTURE CHOOSE A SCART TELEVISION 



If ^ 

L" 


onr 

’ J 


SONY 

KVM1400 14” 
FST COLOUR 
TV/MONITOR 
WITH REMOTE 
CONTROL. 


60 CHANNEL TUNING, REAR SCART INPUT, 
HEADPHONE SOCKET, TWO POSITION TILT, BLACK 
TRINITRON SCREEN, LOOP AERIAL 

FREE SCART LEAD 

(STATE AMIGA, ST, MEGADRIVE OR SNES). 

SONY TV (GREY) .194.99 

SONY TV (WHITE) .194.99 

SONY TV WITH FASTEXT 249.99 


SUPER NES GAMES 
• = NEW GAME 


NHLPA ‘93 ICE HOCKEY .24.99 

NIGEL MANSELL’S WORLD CHAMPIONSHIP ...33.49 
OGRE BATTLE •.49.99 


ADDAMS FAMILY . 

.37.49 

TOUR F 

24.99 

ADVENTURES OF DR. FRANKEN. 

.39.99 

i^un vBVi^Lr ... 

PILOT WINGS 

33.99 

• AERO THE ACROBAT . 

.49.99 

PINBALL DREAMS 

36.99 

AGURI SUZUKI FI RACING. 

.32.99 

DIKIIS DAKITUFQ 

44.99 

ALADDIN . 

.41.99 

1 1 FiIV » ^41^ 1 iiCri 

PI nK 

33.99 

ALFRED CHICKEN. 

i ALIEN 3. 

.44.99 

.43.99 

POP ‘N’ TWINBEE 

Dl ICM n\/FR 

40.99 

33.99 

ALL USA FOOTBALL •. 

.40.99 

DAKIMA MO 

44.99 

ASTERIX . 

.39.99 

RFM AMn QTIMPY 

43.99 

BATMAN RETURNS . 

BATTLETOADS IN BATTLEMANIACS . 

.40.99 

.34.49 

nCn MlvL/ OlliVIr 1 . 

ROCK AND ROLL RACING * . 

RUN SABER ■ 

37.99 

44.99 

i BUBSY BOBCAT . 

.33.49 

SENSIBLE SOCCER . 

39.99 


CHAMPIONS SOCCER • .44.99 

CHAMPIONSHIP POOL.44.99 

CHESSMASTER .37.49 

CHUCK ROCK.36.99 

CLAYFIGHTERS • .41.99 

CLIFFHANGER .36.99 

COOL SPOT.37.99 

CYBERNATOR .40.99 

DESERT STRIKE.37.99 

DRACULA.36.99 

DUNGEON MASTER • .41.99 

EQUINOX .39.99 

F-ZERO.32.99 

FI POLE POSITION •.39.99 

FLASHBACK .39.99 

GOOF TROOP.41.99 

GP1.37.99 

HOOK.32.99 

HUDSONSOFT VIRTUAL SOCCER •.39.99 

JIMMY CONNORS’ PRO TENNIS TOUR .40.99 

JOHN MADDEN‘93 .24.99 

JURASSIC PARK .43.99 

KEVIN KEEGAN PLAYER MANAGER .40.99 

KRUSTY’S FUN HOUSE .29.99 

LAGOON .51.99 

LAMBORGHINI .41.99 

LAST ACTION HERO.36.99 

LEGEND OF THE MYSTICAL NINJA • .38.99 

LEMMINGS 2 .39.99 

LETHAL ENFORCERS (WITH LIGHT GUN) • .64.99 

LOST VIKINGS .33.49 

..41.99 


SHADOWRUN.49.99 

SIM CITY . 32.99 

SKYBLAZER .36.99 

SOCCER KID*.37.99 

SPACE ACE* .44.99 

SPEEDY GONZALES * .41.99 

STARWING .33.99 

STREETFIGHTER 2 .41.99 

STREETFIGHTER TURBO .49.99 

STRIKER .40.49 

SUNSET RIDERS .42.49 

SUPER BOMBERMAN (FOUR PLAYER GAME) ...35.99 

SUPER EMPIRE STRIKES BACK *.50.99 

SUPER MARIO KART .33.99 

SUPER MARIO WORLD .34.49 

SUPER NBA BASKETBALL.41.49 

SUPER PARODIOUS.32.99 

SUPER PROBOTECTOR .37.49 

SUPER PUTTY.44.99 

SUPER SMASH TV.37.49 

SUPER STAR WARS.40.99 

SUPER TENNIS .32.99 

SUPER TURRICAN * .44.99 

SUPER WWF WRESTLEMANIA .34.99 

TEENAGE MUTANT HERO TURTLES - 

TOURNAMENT FIGHTERS * .49.99 

THOMAS THE TANK ENGINE.39.99 

TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE .40.99 

TOP GEAR 2 .41.99 

TOTAL CARNAGE.43.99 

TUFFENUFF* .41.99 


ALL GENUINE UK VERSIONS 
GAMEBOY WITH NO EXTRAS 

FREE KONIX GB HOLSTER .39.99 

GAMEBOY WITH TETRIS+ BATTERIES 

FREE KONIX GB HOLSTER .49.99 

GAMEBOY PINBALL DREAMS PACK 

WITH PINBALL DREAMS GAME & BATTERIES. 

FREE KONIX GB HOLSTER .57.99 


GAMEBOY GAMES 

- = NEW GAME 

ADDAMS FAMILY 2 - PUGSLEY’S 

SCAVENGER HUNT.23.49 

ADVENTURE ISLAND 2 .20.99 

ALFRED CHICKEN .23.99 

ASTERIX .23.99 

BART AND THE BEANSTALK * ...23.99 
BATMAN - 

THE ANIMATED SERIES.21.99 

BATTLETOADS.14.99 

BATTLETOADS IN 

RAGNAROK’S WORLD .21.99 

BEST OF BEST KARATE.18.99 

BLUES BROTHER’S JUKEBOX • 19.99 

CASTLE QUEST.20.99 

CASTLEVAN1A2 .21.99 

CHUCK ROCK .20.99 

CLIFFHANGER .20.99 

, DAFFY DUCK - 

THE MARVIN MISSIONS • .22.99 

DARKWING DUCK .25.49 

: DR. FRANKEN 2.23.99 

DR. MARIO .20.49 

DRACULA .20.99 

: DUCK TALES.18.99 

EMPIRE STRIKES BACK.21.49 

FI POLE POSITION • .21.99 

FELIX THE CAT.20.99 

FIDGETTS .23.49 

FIREFIGHTER .23.99 

FLINTSTONES .18.99 

FORMULA 1 RACE 

(WITH FOUR PLAYER ADAPTOR) 25.49 
FRANKY, JOE AND DIRK 

ON THE TILES .20.99 

GARFIELD .24.99 

GEAR WORKS .20.99 

GOAL .21.99 


GOLF .18.49 

HUMANS .21.99 

INDIANA JONES AND 

THE LAST CRUSADE •.19.99 

JURASSIC PARK .25.99 

KIRBY’S DREAMLAND .20.49 

LAMBORGHINI .21.99 

LAST ACTION HERO .20.99 

LEMMINGS .22.49 

LOONEY TUNES .21.99 

MARIO AND YOSHI .20.49 

MEGA MAN 2 .20.49 

MERCENARY FORCE .21.99 

MONSTER MAX* .19.99 

MORTAL KOMBAT .26.99 

MUHAMMAD ALI BOXING . 22.99 

MYSTIC QUEST.25.49 

NFL QUARTERBACK CLUB •.23.99 

NIGEL MANSELL’S WORLD 

CHAMPIONSHIP .22.49 

NINTENDO WORLD CUP.20.49 

OTHELLO .11.99 

PANG . 20.99 

PIERRE LE CHEF - 

OUT TO LUNCH.23.99 

PINBALL DREAMS .21.99 

POWER PAWS*.23.99 

PREHISTORIC MAN * .19.99 

PRINCE OF PERSIA.21.49 

ROAD RASH .21.99 

SENSIBLE SOCCER . 20.99 

SPEEDY GONZALES .26.99 

STAR TREK.18.99 

STAR WARS .22.49 

SUPER JAMES POND .23.49 

SUPER MARIO LAND .20.49 

SUPER MARIO LAND 2 .25.49 

SUPER RC PRO-AM.21.99 

TEENAGE MUTANT HERO 
TURTLES - RADICAL RESCUE ...21.99 




SUPER NES EXTRAS 

JOYPADS 

( DRAGON SPEEDPAD 
j (WITH AUTOFIRE) .9.91 

FREEWHEEL 
STEERING WHEEL 
FOR SNES. PLUGS INTO JOYPAD 
PORT. SUITS MOST DRIVING 
GAMES. 24.99 
^4 LOGIC 3 LOGIPAD SN 

FOR SNES. FULLY MICROSWITCHED 
JOYPAD. WITH AUTO FIRE. 13.99 
NINTENDO 
CONTROL PAD 

1 15.99 
NINTENDO SCOREMASTER = 

JOYSTICK + SLOW MOTION & 

TWO SPEED AUTOFIRE .35.99 





PHASE 9 OBLITERATOR WITH 
AUTOFIRE(TWO SPEED) & SLOW 
MOTION. 13.99 





I QS160 SUPERCON 2 
► ! JOYPAD (WITH SLOW MOTION 

AND AUTOFIRE) .10.99 

QUICKJOY SN PROGRAM PAD 
PROGRAMMABLE JOYPAD CAN 
HOLD UP TO THREE PRESET MOVES 
IN MEMORY. IDEAL FOR GAMES 
I WHERE SPECIAL MOVES USING 

MORE THAN ONE BUTTON ARE 
REQUIRED. 28.99 
I QUICKJOY SN PROGRAMMABLE 
" JOYSTICKWITH AUTOFIRE AND 
SLOW MOTION.35.99 


TURBO TOUCH 
360 (TOUCH 
SENSITIVE JOYPAD 
WITH AUTOFIRE) 18.99 



PHASE 9 PHANTOM 2 JOYPAD. 
CLEAR DESIGN, LARGER SIZE 
PAD WITH AUTOFIRE AND SLOW 
MOTION 13.99 


MAJOR TITLE GOLF .. 

43.99 

ULI hlMIVIMN . 

VEGAS STAKES 

33 49 

MARIO ALL STARS .. 

MARIO IS MISSING .. 

41.99 

44.99 

WING COMMANDER SECRET MISSIONS .... 
WINTER Ol YMPI^^ 

.44.99 

44 99 

MARIO PAINT WITH MOUSE ... 

49.99 

WOLFENSTEIN 

44 99 

MEGALOMANIA. 

43.99 

u/rvoi n 1 CAnilP RACk'FTRAI 1 

32 99 

MICKEY’S MAGICAL QUEST ... 

41.49 

WWF ROYAL RUMBLE . 

.53.99 

MIGHT AND MAGIC 2 . 

53.99 

YOSHI’S SAFARI (S^^PF ^ r^&MP) 

34 49 

MORTAL KOMBAT. 

MR NUTZ . 

44.99 

37.99 

YOUNG MERLIN . 

TCI rVA O I IKll/ Tn TUC PACT 

. 51.99 

33 99 

MYSTIC QUEST . 

33.49 

iLC LL/A O L>l iv ^ 1 w inC iMPi 

.. 40.99 

NBA ALL STAR CHALLENGE... 

43.99 

7001 . 

.36.99 

NHL ICE HOCKEY ‘94*. 

.41.99 




GAMEBOYDEALS 



LOGIC 3 PHANTOM SN WITH 
AUTOFIRE AND SLOW MOTION 
(MICROSWITCHED) 16.99 


ININTENDO SCOPE 6 LIGHT GUN 

WITH SIX GAMES. GENUINE UK VERSION. .. 

LEADS 

SCART LEAD - SUPER NES TO TV WITH SCART INPUT .. 
MONITOR LEAD - SUPER NES TO 
PHILIPS CM8833 MK2 OR CBM 1084S MONITOR . 
NINTENDO STEREO AUDIO/VISUAL LEAD 
FOR SUPER NES (INCLUDES SCART/EURO 
CONNECTOR AND RED/YELLOW/WHITE PHONO 
STEREO & VIDEO LEAD) . 


,..9.99 

.12.99 


STORAGE 

PROTECTOR CASES FOR CARTS (PACK OF 4). 
PROTECTS CARTRIDGES FROM MOISTURE 
AND DUST (CLEAR PLASTIC). 


TENNIS.19.41 

TERMINATOR 2.16.9( 

TESSERAE .17.9' 

THE SIMPSONS - 

ITCHY AND SCRATCHY .23.9' 

TINY TOON ADVENTURES.21.41 

TINY TOON ADVENTURES - 
MONTANA S MOVIE MADNESS 21.91 

TITUS THE FOX.21.9 

TOP RANKING TENNIS .20.4 

TRACK AND FIELD .24.4 

TROLLS .23.9 

TURTLES 2.18.9 

ULTRA GOLF* .22.9 

VIKING CHILD .21.9 

WWF KING OF THE RING .23.9 

YOSHI’S COOKIE .18.4 

ZELDA - LINK’S AWAKENING ...22.4 
ZOOL .21.9 


SAITEK 
BOOSTER 
BOY 
HOUSES 
CONSOLE, 
TURNING 
IT INTO A 
TABLETOP 
MACHINE WITH SCREEN LIGHT 
AND MAGNIFIER, MINI JOYSTICK, 
SOUND AMPLIFIER AND SPACE 
FOR CARTRIDGE AND EARPHONE 
STORAGE. REQUIRES GAMEBOY 
MAINS ADAPTOR OR BATTERIES. 
22.99 


LOGIC 3 MULTI CASE CARRY BAG .12.99 

GAME GENIE 

(GAMES ENHANCER, ALLOWS CHEAT 
CODES TO BE ENTERED FOR INFINITE LIVES, 

CREDITS ETC. BOOK OF CODES INCLUDED) .37.99 


CHELMSFORD CLUB SHOP 

OPEN Itam til 8pm 7 DAYS A WEEK 

43 Broomfield Road, 
Chelmsford, Essex. 

The biggest range in Essex! 


SPECIAL RESERVE 
ElO GIFT VOUCHERS 

If you are not sure what to buy someone for 
their Birthday, or a special occasion, then 
why not let them choose themselves with 
the Special Reserve £10 Gift Voucher. You 
can order your gift vouchers on the normal 
form or by phone In denominations of £10. 

PLEASE WRITE “SPECIAL RESERVE £10 GIFT 
VOUCHER" ON THE ORDER FORM £10.00 

PLEASE NOTE THIS BOX IS 
NOT A GIFT VOUCHER 





Special (Idenoe memleM coa^ kaue all UUi.. coat, ^614? 

® READ "NRG " Regular Club Magazine 
CHOOSE from our Huge Selection 
^ BUY at Best Possible Prices 
^ SAVE with our Special Deals 
^ SAVE more with our XS Coupons 
^ WIN up to £10,000 worth of prizes FREE 
JOIN now from just £4.00 

We only supply members but you can order as you join 

There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 
As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi¬ 
monthly only to Special Reserve members. NRG contains: 

The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 

2. Reviews in colour and latest information on new products 

3. Charts and Release Schedule, to help you choose and plan 

4. The best prices. Just one purchase will save you your joining fee 

5. Hundreds of Special Offers. Top games at prices you won't believe 

6. XS Super Savers. Money-off coupons worth over £180 a year 

7. BIG £10,000 TARGET PRIZE COMPETITIONS. In every issue 
of NRG, exclusive to members, free to enter! 

That's why over 200,000 people have joined Special 
Reserve, the biggest games club in the World! 

0279 600204 

OPEN 10am til 8pm Seven Days a Week! 

Order/Confirmation/Receipt sent for every order. 

You can also Fax your order to us on: 0279 726842 

We pride ourselves on our after-sales service. (18 customer service lines) 

Inevitably some games listed may not yet be available. Please phone sales on 0279 600204 to 
check availability before ordering. In the event of delay we issue refunds on request at any time 
prior to despatch. We reserve the right to change prices without prior notification. E .& O.E. 


SAWBRIDGEWORTH SHOP 
2 South Block, The Maltings 
Sawbridgeworth, Herts 


CHELMSFORD SHOP 
43 Broomfield Road, 
Chelmsford, Essex 


CLUB SHOPS OPEN 10am til 8pm SEVEN DAYS A WEEK. 

Registered Office; Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. 
All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 


MEMBERSHIP FEES 6 MONTHS 
TRIAL 

MEMBERSHIP 

UK MEMBERS 4.00 

OVERSEAS EC MEMBERS 6.00 

OVERSEAS WORLD MEMBERS 7.00 


ONE YEAR TWO YEARS 

ANNUAL WITH FREE 

MEMBERSHIP HARD BINDER 

7.00 14.00 

9.00 18.00 

11.00 22.00 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 
THERE ARE NO SURCHARGES ON UK TELEPHONED ORDERS. 
(PLEASE PRINT IN BLOCK CAPITALS) WORK 


Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


item- 


item 


item... 


item 


ALL PRICES INCLUDE UK POSTAGE & VAT 


Cheque/P.O./Access/Mastercard/SwitchA^isa (Switch Issue No_ 


Card 

expiry date_ 


Signature 


Cheques payable to: SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per item. Non-software items please add 
25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 









































































































































































































































































































NEWS 


SC/P£H 


Fantasy Football 



wrmfE 


GOING TO 


THE USA! 


Elite announce plans 


for a belting update of 

Striker in Time for the 
World Cup 



• Gamtek tell us of 
their plans to revive 
the days of head to 
head tank sims. Will 
anything ever be as 
good as Battlezone 
though? 


Robot beat'em-up 


^ Fright Nigh 



RISE OF THE 
ROBOTS 


Mirage are busy 
designing a beat'em-up 
that has set the 
development 
community alight We 


take a look. 

Will it be able to 
set the punters run 
ning for the piggy 
bank, or will it be 
all mouth and no 




WORLD CUP UPDATE FOR 

STRIKER 



Not content with producing the 
best soccer game on the SNES 
and then going on to sell a 
quarter of a million units Elite are 
offering an updated and improved version 
of Striker to tie in with the World Cup this 
year. Striker was without doubt the 
footballing success of last year and this 
version promises even more, or so Elite 
claim. 

The cartridge now features battery 
back-up (no more passwords), new 
pitches, more animation on the players and 
a large scale penalty sequence to give you 
more room to miss. On top of all this if 
things are getting a bit sticky on the pitch, 
try the deliberate foul option: your players 
will go in feet first. With the new, improved 
computer controlled teams you may well 
need to break a few legs because Elite 
reckon they're going to be a lot trickier 
than before. Not only this but if you haven’t 
got a clue on what to do for the next 
corner or set-piece play then just choose 
one of the 32 set-piece formations already 
In the game’s memory. The most popular 
addition with the public will surely be 
Super-Multitap compatibility allows up to 
five players to participate. Multi-player 
games are always better than one-player 
and Striker was already special .It would 
seem that this isn’t Just a rebadged version 
but a genuine update worth checking out. 

Tf you haven’t bought the original 
then this could be the game to 
fill that gaping hole in your 
games collection. 


# 






TANK 
SIM FOR 
THE SNES 

Fans of those delightful, playable, super¬ 
brilliant head-to-head tank games will be 
over-joyed to hear that Gametek have on in 
development for the Super Nintendo. Due 
for release In June it’s a basic, no 
nonsense, balls-out shoot’em-up that 
professes to have "fast and furious’’ action. 
One player mode sees you racing about 
shooting enemy tanks and doing your best 
to capture enemy flags. None of your 
confusing, taxing gameplay here. 

In two-player it’s split screen time with 
four (count’em) game modes. Mode one is 
Arena a basic game where all you have to 
do is not die first. Flag Rally has you 
chasing around to collect more flags than 
your opponent. Base Raid gives the victory 
to the first player to reach 1,000 points and 
Allied raid has the two of you working 
together to defeat the computer 
enemy. We’ll have a review soon, 
so you’ll just have to wait for It 
won’t you! 
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TROLLS! 

Ugly, plastic and 
j convered with awful 
I pink hair they are 
; about to hit the SNES. 
Can we take it? 


• Sony announces 
deal with ESPN 
Sports, a network 
big in the states but 
not so well known 
over here. Can it 
work? 





RISE OF THE ROBOTS 



AUK based development team 
will be responsible for one of 
the most eagerly awaited 
beat'em-ups of the year, both 
here and in the US. Cheshire based Mirage 
is behind the development of Rise Of the 
Robots and, if nothing else, it promises to 
be visually stunning. Originally designed for 
high-end CD based consoles (CD-32,3DO) 
Rise (as we in the trade call it) is being 
signed up left right and centre for every 
format they can squeeze it on to, and it is 
coming to the Super Nintendo this year. 

Put simply it is a one on one beat’em- 
up, detailing a rebellion of a number of 
robots against their morphing nemesis, the 
Supervisor. So far so ordinary. All the 


attention is being attracted by the stunning 
3D rendered graphics. A high level of detail 
has been put into the robots and a lot of 
time has been spent making them as 
detailed and as individual as possible. Up 
to now nothing much has been seen of the 
gameplay, a crucial factor no matter how 
good the graphics are, but Mirage claim 
that the opponents will "learn" the tactics 
of the human players to make the fights as 
tough as possible. Mirage are very keen to 
ensure that this is a succes. The game on 
the SNES is being released 
through Absolute Entertainment 
in the US with no word yet on a 
UK distributor. Rest assured that 
someone will snap it up soon. 


ESPN SPORTS 



The top sports channel in the 
states has teamed up with 
Sony Electronic Publishing to 
produce two sports games. 
ESPN Sunday Night NFL and ESPN 
Baseball Tonight have the full backing of 
the ESPN channel and have been given 
unprecedented access to footage and 
commentary from past games. The 
pledge is to produce games that are just 
like the TV experience, except you can 
play them. 

They’re going to throw in all those 
bits that people seem to think makes a 
good game like "live commentary", 
digitised footage and so on. The point 


nobody ever seems to grasp is that it 
can be the worst presented game in the 
world but if it plays well enough people 
will rush out and buy it in droves. 

This interest in the games market 
may well have been prompted by last 
year's run-in with EA. ESPN were 
concerned that EA's attempt to badge 
their sports label as EASN would 
confuse some of the punters and may 
give EA the benefit of being associated, 
however unintentionally, with the giant 
US TV sports network that is ESPN. The 
dispute was resolved amicably 
with EA opting for the safer 
EA Sports as their title. 




TOYSHOP 
NOVELTIES 
GET THEIR 
OWN 
GAME 



you know those really, really, 
really horrible plastic creatures 
that range from an inch to 
about four inches in height, 
wear a shock of loud-coloured nylon hair, 
are invariably stark naked, ugly in a cute 
kind of way and nearly always have a key¬ 
ring through their heads? Well they, my 
friends, are called Trolls. These scourges 
of card and gift shops, and possibly 
western civilisation itself now have their 
own video game. Who else but Gametek 
could do it? Well no one really, and we 
can look forward to their arrival this April. 

The press release doesn't give much 
away about the style of the game, but I'll 
pass on what I know. The Troll Islands have 
been thrust into inky blackness by the 
trollophobic Overlord. He has used all his 
magical powers to summon the elements - 
Earth, Wind, Fire and Water - to maintain 
the darkness and starve the Trolls of the 
sunlight they need. These Trolls are very 
susceptible to Seasonal Affective Disorder 
(SAD) and they get all depressed and die 
when they don't get enough sunlight. It is 
about this point they realise that the old 
git they've left to run things for years Is 
now actually too old to defend the village 
from anything more than a slight breeze 
despite his vast magical knowledge. So 
they choose four young, healthy athletic 
Trolls, charge 'em up with a bit of magic 
and send them off to do battle. 

Each of them has a separate magical 
ability, and fifty levels to use them on 
taking them through four or five different 
zones, you control each of the Trolls one 
at a time so it sounds not unlike Lost 
Vikings. Whether Gametek can match, or 
even beat. Interplay's classic remains to be 
seen, but if Gametek even come close it 
will be something worth rushing out ot 
purchase. Unfortunately we'll 
have to wait until April to find 
out the results. 
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CAN YOU SUCCESSFULLY CONTROL THE 


This is one of those games, not unlike 
Prince of Persia, that has manoeuvred its 
v/ay onto every single format possible 
through one company or another. Some 
two years ago it was the opening 
"blockbuster" from the well-financed 
new software house Mirage. They 
wanted to be big as soon as possible 
and as far as they were concerned 
Humans was going to be the one to do it 
for them on the Amiga. Consequently 
they well and truly hyped the buggery 
out of it. No one vaguely aware of what 
happens In the computer games market 
could have failed to be aware of the 
existence of this so-called "Lemmings 
clone". Since it was finally released the 
developers Imagitec have managed to 
licence it for just about every format 
possible, there’s even a version coming 
out for Atari's Jaguar. 

Now that Gametek are about to 
unleash this saga of caveman evolution 
on the Super Nintendo it behoves me to 
tell you what it is ail about. You are in 
control of a tribe of cavemen who, at the 
beginning of the game, can do no more 
than walk and create human towers 
(can’t get to that platform? Simple, 
arrange four of the geezers to stand on 
top of one another and hey presto 
you’re on that platform). There will be 


any number between 1 and twelve on 
any level, and you have to control each 
of them individually to perform a task. 
You can’t order the tribe to act as a 
group. The idea is to progress through 
the leveleither by finding your way to 
the exit or discovering new items like 
spears and fire. 

Once these are in the possession of 
the tribe the cavemen can pass them 


around and use them. This is where It 
starts to get tricky. Say, for example, you 
have Just discovered the spear, this 
doesn’t mean that every tribe member 
now has a spear, you are limited to how 
many spears are on that level. Now 
spears are used for number of things, 
one of which is pole-vaulting across 
gaps. So, if you’ve got four guys who 
need to cross a gap, but only one spear, 
one guy will have to pole-vault over then 
throw the spear back so the next guy 
cando it. These simple tasks make up 
the bulk of the game and introduce 
more than an element of tedium. 
Repeating simple tasks is not good fun. 

Another dead boring part of the 
game is the fact that you have to 
manually "walk" the cavemen from one 
location another. The first level is a good 
example of this. To collect the spear in 
the top right of the level you have to 
walk four cavemen to just beneath the 
platform the spear is on. These men 
aren’t dead close together but scattered 
to the four corners of the level. It isn’t 
difficult to walk them around, just dull. 
Admittedly things do spice up later on in 
the game, when you have to use 
combinations of firebrands, wheel and 
spears in different locations to find the 
exit but there is always an element of 
repetition in one way or another. 
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You'll spend a lot of time 
encouraging these prehistoric 


icrpbath 


Presumably the idea was to make sure 
that the player thought harder about the 
best and most efficient ways to use 
certain items but ultimately it just makes 
for a mixture of occasional intellectual 
strain and a great deal of donkey work. 

What they’ve tried to do is make it 
more personal than Lemming, so instead 
of directing a horde with occasional 
personal touches you have to direct 
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Pole-vaulting Is one 




each caveman individually. This is the 
game’s inherent flaw. It isn’t a bug, it 
isn’t because of a sloppy control system 
(in fact the control system is just about 
as easy as anybody could hope for), it 
just that I find this hands-on element of 
the game's design induces to much 
hassle and not enough fun. Everything 
else about the game is superb, from the 
initial presentation to the animation of 
the caveman sprites. There’s even a 
paper called the Daily Rock to keep you 
up to date with what you’ve discovered 
and some very attractive between level 
sequences showing the cavemen 
making use of what they’ve found. On 
top of this some of the puzzles really 
are intriguing and challenging, but for 
my money there is just to much faffing 
about. If you’ve got time to spare and 
are willing to suffer the password 
system you may have a good 
time. For me though there 
needs to be more action and » 
less nonsense. 


Tlie 


Daily 


Rock 


INUEHT WeAPON* 
THE SPEARi 
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LETHAL 

ENFORCERS 

BE CLINT FOR A PAY! 


A S any student of Freud 
will tell you guns are all 
about showing how 
much of a man you are. 
If we take this to be 
true then someone at 
Konami is clearly trying to subvert the 
gender-stereotyping that occurs in 
society today by packing this game 
with a lurid pink light gun. Not black, 
not grey but pink. The confusing 
effect that colouring this outward 
embodiment of a man's sexuality in 
what is clearly a feminine tone will 
have on a young teenagers psyche is 
difficult to predict. Probably very 
littlebut I’m auditioning for the 
Guardian soon and they like this kind 
of thing. 

LOOSE CANHON 

Lethal Enforcers is all about shooting 
people. That's it, nothing else. No 
cunning little puzzles to tax you, no 
strategic choices to be made, nothing 



Cor, look at the size of that gun. I bet he's 
popular in night clubs 


intellectually challenging in even the 
vaguest sense. All you get is one 
game cart and two light guns, bright 
pink and pale blue, and from start to 
finish all you do is point and pump 
the trigger. For the purposes of 
atmosphere the game characterises 
the player as a cop - but no ordinary 
cop - a special, really-good-with-a- 
gun type cop. You are faced with 


eight theatres in which the action 
takes place, from a bank robbery to a 
showdown in Chinatown. In each of 
these a number of digitised sprites 
will appear in front of a digitised 
background and start shooting at you. 
With all the accuracy and tenacity of 
Clint Eastwood you aim for the head 
and pump in at least three shots. 
Hopefully they’ll fall to the ground 
and you’ll be uninjured. 

THE DEAD POOL 

To add a little bit of spice to the 
proceedings civilians pop up to get in 
the way, anything from hostages to 
fellow policemen. Clearly it isn’t such a 
hot idea to shoot any of these chaps, 
but if you do you’ll lose one of your 
five shields, as you would if you got 
shot yourself. Lose all five and its 
game over. 

MAGNUM FORCE 

The game gives you infinite ammo, but 


you have to load it yourself by 
shooting away from the screen. 
Normally you’ll have a six-shooter and 
I found the best way to keep up with 
things was to shoot away from the 
screen in any quiet moment you get. 
Occasionally though you’ll find more 
powerful weapons lying around, 
shoot them to pick them up an make 
the most of them while you can. From 
automatics with a 13-round clip to a 
full-on pump action shotgun with w 
very wide spread of fire. As big Clint 
himself showed in Unforgiven, if your 
shooting isn’t too hot then a shotgun 
will soon make up for it. 

Even the shotgun doesn’t make 
this game gory in any way at all. 
Admittedly you are shooting loads of 
people for the whole game but they 
all seem to die in a very A-team kind 
of way, no blood, no long drawn-out 
painful deaths, they just get hit and 
disappear. It is probably just as well 
that they disappear because the body 
count on this game is very high, so all 
those dead villains would just clog up 



Now whatever you may think of 
Interfering memebers of the oublic 
getting in the way, the force wont look on 
you shooting them with any sympathy at 
all. It is still goo fun though 



























































For some reason the hostages in this 
game are about eight foot tail, either that 
or the cars are built specially for midgets. 
Whatever is going on though, make sure 
you only shoot the guys who have guns 



the screen and the screens enough of 
a mess as it is. 

ANY WHICH WAY YOU CAN 

Lethal Enforcers is based on a coin-op 
which used digitised graphics to good 
effect. It wasn't live action video in 
the style of Ground Zero Texas on the 
Mega CD but just very nice digitised 
sprites on digitised backgrounds. The 
machine could clearly put a lot of 
colours on screen, and while it didn't 
look perfect it was good quality stuff. 
The problem on the Super Nintendo is 
that with the reduced amount of 
colours the backgrounds and sprites 
look, for the main part, crap. Konami 
might have been better off either 
redigitising the original video - the 
quality is so bad in some places that 
they couldn't have used the original 
video footage - or just used 
traditional graphics. 

THE FINAL SHOOTOUT 

Even top-quality graphics couldn't do 
much to lift this game out of 
mediocrity. A game like this with little 
to offer in the way of variety needs to 
get to get the adrenalin pumping with 
some high intensity action. Lethal 
Enforcers doesn't manage it. Even in 
two player, where you compete to 
see who gets the most kills, still can't 
generate that frisson of genuine 
excitement and frankly standing in the 
middle of a living room holding a big 
punk gun really isn't my idea of fun. If 
Freudian fantasies about shooting 
guns are you thing then 
Laser Quest would be a 
much cheaper option. 
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For the first time piayer It is adviseable 
to get in some shooting practice on the 
target ranges before going out and 
taking on heavily armed criminals 
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Plenty of mindless 
violence 
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MORE BAHS THAN MOST 





I nearly got fired once because of 
this game. When it came out on the 
Amiga some two years ago through 
a firm called 21 st Century 
Entertainment, nothing could beat it. 
It came into the office to be reviewed (I was 
working on an Amiga mag at the time) and 
after that I found it difficult to fit in work 
around my obsession with playing the thing. 
I just couldn’t get enough. Why I don't feel 
the same way about the Super Nintendo 
version isn’t ail that clear to me but 
something is definitely up. 

ROCK ON TOMMY 

The four tables from the original are still 
intact with not even a slight change made to 
any of them. Each of the four tables has 
theme. Ignition is based around space 
travel so you get plenty of rocket 
references /’Ball Launched", plenty of sci-fi 
sound effects, and generally a space-age 
atmosphere. Steel Wheels uses the 
pioneering railroaders of the American old 
west as its inspirations. Twanging guitars 
and steam whistles make up the 
soundtrack, and if you lose the ball you’ve 
gone "Off the rails". 

Beat Box is the, erm, "hip" one focusing 
on loud music for the influences in the table 
designs. For example the bonus multiplier is 


based on a recording artist’s career, the 
bigger the bonus the higher level of your 
popularity. 

Finally comes what may be the best 
table of all. Nightmare. Spooky soundtracks 
and a great looking table design give this 
table a real atmosphere. The layout of this 
one has all the ramps in all the right places 


making it my personal favourite. 

ROGER DALTRY 

Unlike a lot of pinball games on console this 
one retains a sense of reality. You won’t 
find hooded monks revolving around the 
top section of this game, it’s all your 
standard ramps. Jet bumpers, silver balls 



and flashing lights. Another staple, is the 
accumulator /multiplier switch. There’ll be 
four or five or six in a row and the trick is to 
light all of them. When lit you’ll either add 
another letter to a word (light all the letters 
for big points) or they’ll increase one of the 
bonus awards. Once you become familiar 
with the tables then you’ll you know where 
to hit and when, but Initially you’ll Just be 
concentrating on keeping the ball up and 
picking up the bonuses when you can. 

PLAYING BY SENSE 
OF SMELL 

The tables are around two screens high in 
general but they don’t seem to scroll as 
smoothly here as they did on the Amiga. 
There’s no doubt some technical reason for 
this, but quite what it is escapes me. It is 
still all very colourful but it Just doesn’t 
move well enough. The animation of the 
ball can’t be faulted though so maybe a 
sacrifice had to be made between ball and 
table and they made the best choice in 
going for the ball. Watching the animation 
isn’t going to keep the ball above the 
flippers though, and for this you’ll need 
some serious reflexes. Like any good 
pinball game if you make one mistake, the 
ball can bounce off one of the objects at a 
funny angle and before you know it it’s 
disappeared between your flippers when 
you were expecting it to be sailing up a 
ramp. 


FLIPPIN GOOD? 

The only problem the game has is the way 
the ball actually behaves. It doesn’t seem 
to flow and bounce and drop realistically 
enough. It isn’t immediately apparent that 
something is wrong but It Just struck me, as 
something of a seasoned pinball player, 
that things weren’t quite how they should 
be. Where you feel it the most is right at 
the business end on the flippers. The ball 
doesn’t flip off them correctly from certain 
angles or at certain speeds and this is very 
unsettling at times, often catching you 


































The more of these 
green things that 
you light up. the 
more 


This is the bit of the 
table without any 
bumpers that the 
ball rolls around 
before 
between the 
flippers 


This'll be the score 
board then. Along 
with points any 
dead Interesting 
messages are 
displayed as well 


The ball sails down 
here when you've 
flung It up one of 


The launch plunger 
catapults your ball 
Into tlit-tabla. The 
strength of this can 
be adjusted. Ptnball 
Dreams Is sponsored 
Bunch 


unawares. 

This is what lets the game down and 
prevents it from becoming the classic it was 
on the Amiga. Everything else is intact, the 
well-designed, good-looking tables, the 
soundtrack and the adherence to the style 
of real pin-tables - avoiding the temptation 
to ignore their limitations and enter the 
realms of fantasy. When it comes down to it 
though it just doesn't play well enough any 
more for me to want to rush out and buy it. 
Its lost its addictive playability in the 
translation, and the only reason I can find is 
that the ball doesn't move as well. 

It may sound picky but pinball 
games are all about how the balls 
move. 



Steel Wheels, the table based around the 
railroad pioneers of the Old West is just 
abouit the same as every other table 


Oooh look! It's the ball! If It drops down 
an unlit slot it'll light it. More lights, 
more bonuses 
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To say this looks and plays like a coin-op 
from about for years ago may at first sound 
like an insult. But it isn’t. Skyblazer has the 
crisp clear graphics, intense gameplay and 
the variety that v/as the hallmark of some of 
those arcade games. 

Skyblazer is the tale of a young chap 
called Sky v/ho has to save the young 
princess from the evil Ashura. So far so 
predictable but I never v/as one for looking 
forward to a good plot. They way the game 
presents the story is the real innovation 
though. You play through the first level then 
come face to face with Ashura himself, at 
this point you lose control of Sky and he 
gets his arse kicked. He wakes up in a 
shrine at the feet of an old priest who tells 
what lies ahead for Sky. He also instructs 
Sky to memorise a pattern of symbols on 
the wall. These act as a password but the 
way its been integrated into the game is 
really quite appealing. 

SCRAPE THE SKY 

Sky is your basic platform character but he 
does bear a passing resemblance to Sony’s 
Peter Pan in Hook. The fact the same 
developers did .both games may have some 
thing to do with that. He runs and he jumps 
and he punches. But he also has a special 
attack, which varies from level to level, but 
is always some kind of projectile weapon. 
Initially it will be an arc of bright orange 
light which destroys everything it touches, 
but the next one on from that is even more 
spectacular. Known as the Comet Sky 
charges at great speed In whichever 
direction he is facing, shrouded by a wide 
shield of blazing blue light, anything in his 
way gets torn apart. 

While he can punch as often as he 
likes these special attacks can only be 
performed a limited number of times. How 
often is governed by a very pretty yet 
brown, series of lights at the top of the 
screen. Some attacks use up more of this 
energy than others so you have to be 
careful when to use them. They may look 
pretty but It is best to save them for the 
bigger or more awkward enemies. This 
gauge can be topped up by collecting vials 
of a brown liquid, small ones add one more 
light, a big one fills it right up. 

SKY HIGH 

Another gauge to keep an eye on is the 
green life gauge. You’ll begin with five lights 
on this one and taking hits will diminish this 
slightly. Hits from the bigger enemies will 
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from platform to platform around it and 
make your way to the top, a la Nebulous. 
There’s doors on this level and Inside them 
there’s usually loads of diamonds to collect 
but also a lot of big monsters. The great 
thing is If you get though the rooms and 
then re-enter, all the diamonds will be there 
again! Extra lives galore if you can be 
bothered to spend the time. 
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BLAZING SADDLES 

This game isn’t short on rock-hard 
guardians either. And they come every five 
levels or so. The password system makes 
things easier, but some of these guys are 
incredibly difficult to get past and need 
several attempts before you get the idea of 
how to defeat them. 

The gameplay here is fast-moving and 
highly addictive and it doesn’t just stick to a 
dull platform formula. In much the same 
way as Super Probotector did this game 
mixes and matches gameplay styles and 
level designs to keep the player intrigued 
and compelled to keep on going. You won’t 
find the same level designs rehashed with 
new colours here. Each level is different in 


lose more than one light and getting 
crushed by a wall will wipe you out 
completely, as is only fair. Again, keep an 
eye out for green vials to top it up. Killing 
enemies, either by a punch or a special 
attack will leave little diamonds for you to 
pick up, collect a hundred and you’ll get an 


extra life. Occasionally big diamonds can 
be found which will be worth five or ten. 


Once place to pick up plenty of diamonds 
is possibly the most challenging level of all. 
Based around a tower, you have to leap 
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LQW LOW PRICES - ALL THE LATEST GAMES & MACHINES - 
SUPER QUICK DELIVERY - NO SILLY MEMBERSHIP FEES REQUIRED 
TO BUY OUR MOST FRIENDLY STAFF ARE WAITING FOR YOUR CALL 


ZAP COMPUTER GAMES 

TECHNO HOUSE-LOW LANE-HORSFORTH 

LEEDS LS1S 4DF 


0 5*3 2 5-9 H 7 7 


ZAP HOURS: 9ann-7pm Mon-Fri • 9am-5pm Sat. and Sun. FAX NO: 0532 586523 



JVBA JAM 

£54.99OR £69.99 

WITH MULTITAP 



LETHAL EHEORCERS 

WlTHGUn 

£ 64;99 


(+£3.00P8fP) 



MEGAmrix 

“Tr (+f 1.50 P( 


> P&P) 



SECRET OF mm 

£54:99 


(+Jcl.50 PfifP) 


SUPERNES ^ 


NBAJAM . £54.99 

XBAJAM &> MVLTITAP . £€9.99 

MEGAMAIV X. . £54.99 

BUGS BUNNY. . £54.99 

SENSIBLE SOCCER . £49.99 

SECRET OF MANA . £54.99 

SECRET OF MANA BOOK. . £15.00 

WINTER OLYMPICS . £49.99 

LETHAL ENFORCERS with GUN . £69.99 

CHOPLUTER m . £49.99 

ZOOL . £49.99 

YOUNG MERLIN. . £49.99 

EMPIRE STRIKES BACK . £49.99 

BATTLE CARS . £49.99 

CLAYFIGHTERS . £49.99 

MEGAMAN X SOCCER . £49.99 

TURTLES TOURNAMENT FIGHTERS . £49.99 

ART OF FIGHTING . £49.99 

BOMBERMAN MULTITAP . £59.99 

LUFIA (RPG) . £54.99 

MARIO'S TIME MACHINE . £49.99 


METAL MARINES .. 

RIDDICK BOWE BOXING .. 

. £49.99 

MR NUTZ (UK) .. 

_ 

DESERT FIGHTERS .. 

. CALL 

EQUINOX .. 

. £49.99 

CLAYMASTERS .. 

. £aQ.Q9 

FTASHBACK OJK) .. 


DENNIS UK .. 

. 

. £34.99 

SHADOWRUN .. 

. 

7th SAGA .. 

. 

xnwn. nr.ji'y.r'.wi _ 

. 

PALLADINS QUEST . 

. £49.99 

FINAL FANTASY U. 

. £49.99 

AERO THE ACROBAT .. 

tHi 

ACTRAISER U.. 


SUNSET RIDERS .. 

. £29.99 

DAFFY DUI'.K .. 

. £29.99 

COOL SPOT .. 


STREET FIGHTER TURBO .. 


MARIO ALL STARS . 


GOOF TROOP . 


OPFRATION1DGIC BOMB . 

.. £29.99 

XDBCAROBOT GOLF . 

P9.n nn 

IREM SKINS GOLF . 

. . £:i9.99 

NHL 94 . 


BRETT HULL HOCKEY. . 

.. £49.99 

NBA SHOWDOWN . 

.. £49.99 

TECMO SUPER BOWL . 

.. £34.99 

JOHN MADDEN^ 94 . 

. £4ft.fif» 

\rvT» rnnTR/ir.r___ 

. £9.0. fHt 

TONY MEOLAS SIDEKICK SOCCER . 


20120 BASEBALL . 

.£49.99 

MYSTICAL Nir^A . 




SUPER MARIO KART . 

. £39.99 

STAR FOX. . 

. £49.99 

TRODDLERS . 

. £39.99 

WIZARD OF OZ . 

. £33.99 

xnirtTF.BX nF Fnw'rrTivF. ___ 

. £49.99 

STRIKE GUNNER . 

. £20.00 

TOYS . 

. £9n_nn 

MORTAL KOMBAT . 

. £49.99 

LAWN MOWER MAN . 




SIPER GOAL 2 . 

. £49.99 

SUPER TROLL ISLAND . 

. £49.99 

ASTERIX . 

. £49.99 

LEGEND . 

. £49.99 

ULTIMATE FIGTHER . 

. £49.99 

ALERED CHICKEN . 

. £49.99 

FIDO DIDO . 

. £49.99 

ANDRE AGASSI . 

. £49.99 

SKY B1.AZF.B . 

. £49.99 


Our premises are bulging with games, 
so if you don't see what you want do not 
despair Just call! All Postal orders and credit 
card purchases will be whisked to you the 
same day. All prices subject to change and 
availability. Post and packaging - Games 
£1.50 - Handhelds £5 - Consoles £7.50 


^^SUPERNES 

BATTLE TANK U. £49.99 

ROMANCE OF THE HI KINGDOMS . £49.99 

NOBUNGGA^S REVENGE . JC49.99 

•^AMICOM 

MYSTICAL NESJA H . £69.99 

DRAGON BALL 2 . £59.99 

FATAL FURY U . £59.99 

KING OF THE MONSTERS D . £59.99 

TWTNBEE n . £69.99 

ALCAHEST . CALL 

TETRIS COMBAT . £59.99 

SUPER SOCCER H . £25.00 

R TYPE in . £59.99 

ROCKMANX . CALL 

LETHAL ENFORCERS . CALL 





ATARIJAGUAR 

UK MACHINE . 

. £200.00 

US MACHINE . 

£'A99 nn 

RAIDEN . 


CRESCJENT GALAXY . 

. £53.99 

ALIEN VS PREDATOR . 

. CALL 

CHECKERED FLAG U.. 

. CALL 

XTRA CONTROLLER . 

. £29.99 


ii NEO-GEO 


FATAL FURY SPECIAI. . £175.00 

ART OF FIGHTING U . CALL 

SPIN MASTFJIS . CALL 

SAMURAI SHOWDOWN. . £175.00 

OVER lOO USED CjIRTRIDGES FROM £50 - CALL 


3-D-O 


3-D-O SYSTTEM . CALL 

PAL CONVERTER . CALL 

TOTAL ECLIPSE . CALL 

DRAGONS LAIR . CALL 

ESCAPE FROM MONSTER MANOR . CALL 

STELLA 7 . CALL 

NIGHT TRAP . CALL 

ANOTHER WORLD . CALL 

BRITTLE CMESS . CALL 

VIDEO ALMANAC . CALL 

LEMMINGS . CALL 

JOHN MADDEN 3-DO . CALL 

SNES US CONSOLE . £120+£7.50 P&>P 

NEO GEO CONSOLE . £300+£7.50 P&>P 

NEO GEO USED CONSOLE . £220+£7.50 P&>P 

3-D-O CONSOLE &> CRASH &> BURN. . CALL 

ATARI JAGUAR IMNSOLE . CALL 

NEO GEO JOYSTICK . £50+£5.00 P&>P 

NEO GEO MFJHORY CARD . £20+£1.50 P&>P 

PATRIOT JOYPAD . £24.99+£1.50 P&>P 

JOYCARD . £17.50+£1.50 P&>P 

ASCii PAD . £22.50+£1.50 P&>P 

MORTAL KOMBAT PAD . £24.99+£1.50 P&>P 

TOP FIGHTERJOYSTICK . £59.99+£5.00 P&>P 

CAPCOM FIGHTING STICK....£64.99+£5.00 P&>P 

X-E6JOYSTICK . £29.99+£5.00 P&>P 

SNES MOUSE (UK ^ US) . £24.99 + £1.50 PO^P 

TRI STAR (NES TO SNES) 

CONVERTF^ . £39.99 + £3.00 P&>P 

NEW CONVERTER . £20+£1.50 P&>P 

SCART LEAD US SNES . £17.50+£1.50 P&>P 

US JOY PAD . £15.00+£1.50 P&’P 

MULTITAP (UK US) . £24.99+£1.50 P&>P 

PAL 1 BOOSTER . £29.99+£1.50 P&>P 


1 \UHFN buying a UK SNES CO^ 
TuS/JAPNlNTENDOGPM^ga 


,.Rl9-50 ANDj 
CK A WHOLE 


the price OT 
an oP Er- 

It S/\1D OUR 


_ 


NAME 


ADDRESS 


ORDER FORM 

Send to this address: 

ZAP 

TECHNO HOUSE 
LOW LANE, HORSFORTH 

LEEDS LS18 4DF - 

Please rush me the following li - LiPHgNE no. 


CUT HERE . 


POSTCODE 


ITEM 

PRICE 

POST/P 

TOTAL 

























Please make cheques/PO’s GRAND TOTAL 

navable to ZAP 



Credit card number 


Expiry Date 


□ □ 

Cheque Credit Card 



Switchcards welcome. 

Please quote issue no. for Switch. 


□ 

Postal 

Order 


Post and packaging - Games £1.50 - Handhelds £5 - Consoles £7.50 




























































































































































































SLIPfH 


POP'N'TWINBEE 

RAINBOW BELL 
ADVENTURES 


tUTE, COtOURFUt AND TREMENDOUSLY JAPANESE 



Now this is very odd. A combination of 
shoot'em-up, platform game and 
exploration, with a hint of Repton thrown in 
for good measure. Repton? Well if you 
were one of the unfortunates who had 
parents convinced that if you were to have 
a computer to play games on it had to be 
one with educational value, so they bought 
you a BBC or Electron, you won’t fail to 
remeber Repton. It told the tale of an 
exploring, diamond-collecting reptile - with 
a very natty line in yellow pants - who had 
to do a lot of puzzle solving to get all the 
diamonds. 


In this latest Twinbee adventure you 
have to control one of the three ‘Bees - 
Twinbee, Winbee and Gwinbee - and guide 
it through a number of levels collecting as 
many bells as possible. In each level the 
basic idea is to find the exit as quickly as 
possible so you can get to the next, but 
the fun comes in finding all the little secret 
bits on each level, killing as many of the 
small but evil creatures as you can and 
getting loads of bells. 

POP GOES THE WEAZEL 

Each of the three Bees has two basic 


talents, jumping and punching. Holding 
down the respective buttons for long 
enough gives a super Jump or projectile 
punch. The difference between the three 
characters comes in how long you have to 
hold the button to get the super abilities. 
Twinbee needs his buttons holding for the 
medium amount of time for both jump and 
punch, Gwinbee has to wait ages for a jump 
but no time at all for a punch and Winbee is 
the reverse. The idea is to pick which one 
will suit your style of play best. 

During the game you will kill a lot of 
the small and round creatures that populate 


the levels. This can be done by jumping on 
their heads or punching them. Once dead 
they release a coloured bell, pick this up 
and it will augment your basic talents in one 
way or another. These will range from little 
outriders following you around (although 
what purpose these serve I really don't 
know) to the ability to shoot off a very big 
laser bolt. Get a few of these built up and 
you’ll be able to walk around without having 
to worry about the different creatures at all. 

BROS 

This is just as well because by the time you 
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SCIPtEH 




get about six or seven levels in the 
geographical obstacles begin to get very 
taxing. Beginning as little more than spikes, 
the game soon begins to throv/ in some big 
spiked balls, moving platforms, and a whole 
host of other nefarious little tricks to get 
you into trouble. 

If you manage to keep a cool head 
while you are doing all this you'll want to 
be out there tracking down all the bells you 
can. There could be anything up to 700 
hundred dotted around, many of them 
hidden behind false walls, or at the end of 
long twisting tunnels. All you are required 
to do on any level is find the exit but to get 
the most fun out of this game you must do 
your best to find every single solitary bell. 

It is almost as if you've failed if you leave 
any behind. 

ZIPPY AND BUNGLE 

Not that failing to complete a level in a 
totally satisfactory manner is a problem. As 
well as the password system you can go 
back to any level you've already completed 
and try and do it better. Just great for the 
perfectionist. Another added bonus is the 
two-player option meaning that you get to 
wander around in pairs maximising the 
chances to collects as many bells as 
possible. Two-players won't be much help 
against the guardians that appear every six 
levels or so. Its not that they are 
sophisticated in their attack methods, but 
they do need an awful lot of hits to get rid 
of. Given that you can only take three hits 


TOD C p SBB 



Plenty of fun to be hadin the two-player battle mode, just picking things up and 
chucking them at each other, excellent 



yourself they often prove trickier than they 
look. 

Pop 'N' Twinbee, Rainbow Bell 
Adventures keeps up the tradition of cute 
Japanese eccentricity that we have seen 
before from Konami in games such as 
Parodius and previous Twinbee outings. Its 
bright its colourful and it has some of the 
most sugary background tunes I've come 
across since the Partridge Family was on TV. 
The odd thing is they fit in with the pastel 


colours that abound, and you actually find 
yourself humming along to some of them. 
What makes this such a winner is that it may 
be simple but by God it is good fun. Racing 
around getting as many bells as you can 
while trying to avoid the attentions of a 
number of purple round things may not 
sound like much but I came away having 
enjoyed myself immensely. Nice 
one Konami. 





HOUSE: KONAMI 
ORIGIN: OFFICIAL 
PRICE: £49.99 
PLAYERS: ONE 
TYPE: PLATFORM 
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Max. duration 7.5 mins with multi-choice answers. If you don’t pay the phone bill get permission from who does. Calls cost 36p a min. cheap rate or 48p a min. at all other times. Max 
cost £3.60. Rules/winners free by post from EarthBound, Enterprise House, High Street, Newcastle NE15 8LN. Winner picked at random on closing dates 20/6/94 to be notified by post. 


YOUR CHANCE TO WIN FANTASTIC PRIZES JUST BY 
CAUING OUR TEIEPHONE NUMBERS BEIOW 
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BOB'S first problem 
the ridiculously 
simple task of 
crossing an electric 
barrier. Just jump! 


"Feed me!" These plants are obviously 
rejects from The Little Shop Of Horrors 
and need their quotient of blood! 


• You know how it is, you 

borrow your dad’s jet-car 
# for a quick spin throush 

(f 'I the asteroid belt en 

V route to see your babe- 
* * llcious girlfriend, when all 

of a sudden you write off 
the car on a piece of erratically spinning 
space-junk and plummet down to the 
nearest hostile planet in the vicinity...It 
happens to me all the time, especially on a 
Friday night after the pubs close. 

If BOB, the new Electronic Arts 
wonder-creation, had kept off the 100 per 
cent proof lube-oil I’m sure he’d have 
avoided the problems that I’m having. You 
see, BOB crash-landed In suspiciously 
similar circumstances, and now finds himself 
stranded on the unfriendly planet Goth. His 
salvation in mind, he must traverse the 
hostile terrain and pick up some alternative 
transport in order to reach his schwinging 
blind date. 


Come on, come on! Where are you?! Come 
and eat napalm rocket alien slime! 


Like all good robots, the more his ass Is 
fried the more BOB’s batteries discharge 
and he must boost them inside a recharger 
at every opportunity. The powers that be 
have also decided to impose a strict time 
limit upon the poor bucket of bolts, so 
quick thinking, a dextrous hand and plenty 
of patience is required to progress. 

The first 10 levels are a fairly gentle 
introduction for the virgin BOBer, although 
the sluggishness takes some handling. After 
these easy levels it just gets bloody silly! 
Hard? I’ve seen softer diamonds! It’s not 
too pleasurable an experience either, as 
frustration sets in quite early and the slow 


There is much 
upping and downing 
to be done in order 
to reach the 
swirling orange exit 


Armed with little more than a basic arm- 
mounted cannon, a big punching fist and 
his shining wit, BOB must find the swirling 
orange exit hidden deep within the maze- 



needs more (j 
imagination in the 
level designs, 
even well into ^ 
the game it relies 
heavy- 

handed enemies ^ 
who need a good few shots to kill 
them, instead of presenting you with ( 
intricate mazes. Yes there are 
absolutely loads of levels but in most 
of them ail you have to do is walk to 
the right, shoot a few uglies and you 
reach the exit. BOB could have been 
so much better If some time had been 
spent designing some decent levels and 
adding some variety to the gameplay. 
However, as it is, it Is merely a wasted 
opportunity. 

JOOLS 
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< Can anybody 
remember 
Whiriynurd by Chris 
8 Gray? Does this ring 
B any bells guys? 


CITE I rtmE 


like recesses of each level. The evil 
denizens of Goth aren’t having any of this 
trespassing lark and try everything in their 
power to waste the poor old robot. BOB 
isn’t completely defenceless because 
scattered around the platforms are a 
selection of useful goodies to be had, in 
either weapon or remote form. 

Remotes are useful little items that 
help BOB out of the trickiest of situations, 
with effects ranging from trampolines that 
enable him to reach previously 
unreachable heights, umbrellas to slow 
those long falls, shields for protection, 
helicopter hats enabling brief flying jaunts, 
and floating smart bombs for the handy 
nuclear fallout. 

The usual spreader guns, heat- 
seeking missiles and laser blasters can 
N be grabbed for a limited time, and 
’ rare 1 -ups make an appearance every 
i now and then, awarding BOB with 
^ another chance to 
meet the love of 

4 his life. 



















That's funny, this Is 
exactly how I feel 
upon rolling into 
work on a Monday 
morning 


I I BOB’a destiny hangs by 
Jtusfiiigertips^so no ^ 
playiflg.‘this little 


piggy* jtrst yet! 


pants to avoid his slipper whacks! 


joypad reaction really hampers the 
proceedings further. Fortunately, a 
password system allows access to 
previously conquered levels. 

On the positive side, there are loads of 
little touches that lift this above your 
average platform shooter. BOB’s animation 
is full of character - he flips his head, blinks 
his googly eyes and struts his funky stuff! 
His weapons are pretty unimaginative, but 
the remotes add to the game and the 


helicopter hat reminded me of a game I 
used to play called Wurlynurd which was 
programmed by the same guy (Chris Gray) 
who did BOB - old ideas never die! 


Pressing Start brings up the 
weapon/remote selection screen. Here you 
can access passwords and keep an eye on 
your inventory 


A luscious example of the the game's 
better graphics, here displayed in the 
Bladerunner-esque cityscape of the 
Domed City 




A LOT LESS BOBER 
THAN A HOWER 

Early in the game the graphics are neat but 
functional, but the novelty soon wears off 
as the game progresses and the graphics 
get worse. The Anciena levels are crap, and 
their accompanying sprites are untight and 
unsmooth. Oh no, the sound chip is 
assaulted again! I’ve had enough of 
bleeping SNES soundtracks, I want 
orchestral sound! I also want a bacon 
cheeseburger, and I want you to take this 
cart and file it under It’s OK, if you like a 
masochistic challenge, otherwise 
go and spend your money on 
something better or you deserve 
an enema’. OK? 


Picking up 1 

these icons ^ 

will provide \| 
both a recharge V 
of batteries and a ^ 
super-duper 
guided-missile gun 
tool 


Having blasted the 

last alien level to y 

kingdom- XSil 

come, BOB ^ If Im 

then moves SV V ^ |V 

on to the 

Domed City 


SUPER CONTROL • ISSUE 1 • JUNE 1993 







HOUSE: 

ELECTRONIC ARTS 
ORIGIN: OFFICIAL 
PRICE: £TBA 
PLAYERS: ONE 
TYPE: PLATFORM 


Very challenging 


Nice graphical touches 


PassrWWdT system 


rtakes ages to complete 


WARNING 

EXCESSIVE VOLTAGE 
CHANCE OF FATAL SHOCK 

69 
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BAD CLOUD 


11 HISSING GHERKIN^ 


ENUS FLYJRAP 


New platform titles with a 
' different angle or a spark of 
originality are highly welcome 
in my camp. Interplay’s 
second release, Claymates, 
has all the hallmarks of a great 
platform game - loads to do, 
plenty of variation, shape-shifting balls of 
clay...What more could you wish for? 


Professor Putty (Oooh, I feel a copyright 
battle brewing!) has created a 
transformation serum. Pouring it onto 
balls of clay results in them taking the 
shape of either a duck, a cat, a mouse, a 
fish or a gopher. "What a breakthrough" I 
hear you shout! Whilst demonstrating 
^ this invention to his son Clayton 
|jy (Groan!) an evil witch-doctor 
- ^ appears - "Give me the urn serum, 
urn doctor or suffer the urn 
consequences!". The 
prof refuses and is 
by the 

witch-doctor vdio 
also transforms 
son a blue 
clay! As Clayton, 
your only hope of 
salvation rests In the 
recovery of your father and the serum, 
yowser! 

Commencing your adventures you'll 


realise that Claymates takes a 
straightforward platform approach on the 
outset, you must negotiate the perilous, 
scrolling landscape, avoiding the deathly 
touch of the numerous villains prowling 
the plains, you’ll encounter killer frogs, 
bulldogs, snapping Venus fly-traps, rolling 


barrels and much more. Most can be 
killed with your stretchy punching arm 
(Nice animation!) and others must simply 
be avoided at all costs. 

Collecting the differently coloured 
balls of clay scattered around the 
platforms will change the blue ball 


into any one of the five animals 
mentioned above. Muckster the cat is 
useful for scaling trees; Doh Doh the duck 
has a sharp defensive beak; Oozy the 
mouse is fast, small and has wicked, killer 
cheese breath; Globmeister the gopher 
throws nuts at his victims, and Goopy the 


# Like Paul I was 

completely taken by 

gameplay is of an ^ 
incredibly high p 
standard and the « 
variation of the levels ! 
prolongs lastability. The bonus c 
levels are a welcome change to the 
standard platform game orientation W 
and lift the quality of the game 
immensely. As for the animation, well 
what can I say? It’s superb! The fluidity S 
and humour incorporated into the 
graphics Is carefully executed, V 
nothing has been overlooked 

here. ^ 
ALLIE ' 


Fully-toothed killing 
machine to chew your clay 


These pacmen-type eediots j 
spit balls at you ; 


So If she weighs 
the same as a duck, 
she’s a witch? 


Don’t Jump Into these or 
they’ll swallow your soul! 


Fires four diagonal bolts of electricity 
at you 


MUCKSTER 

Muckster the cat is a 
good climber with a 
mean set of claws. 
He’s pretty slow in the 
air but his climbing 
abilities compensate 
for this deficiency 


CLAY 

Your basic form is a small, 
blue blob of clay. Your 
only defence is a powerful 
punch 


DOH DOH 

Doh Doh the bird is a bit of a 
turkey all round. He’s not 
particularly fast and he's 
a duff jumper. His beak 
is pretty powerful 
though, which is a 
saving grace 


GLOOPY 

L This fish is ace in 
^ the water, but 
duff out of it. If 
you’re out of water 
for more than 10 
seconds, you’re dead. 
His bubble attack is 
fine used underwater 


OOZY 

This mouse is fast and can 
reach the parts other 
P animals can’t reach. His 
cheese breath is a great 
offensive weapon and he’s 
good in the air too 


GLOBMEISTER 

Apart from his stupid name, 
Globmeister isn’t that hot a 
ciaymate. Sure, he can throw 
nuts, but he’s very slow and 
crap when jumping 
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As you pass through 
this electric field you 
are transformed back 
into the blue clay ball. 
The stage Is almost 
over from here 


Look at the size 
of that guardian! 
Digitised from 
actual clay 
models, these 
monsters look 
ultra*cool 




Moveable rock, 
can be pushed 
In four 
directions 


These blocks teleport 
the robots elsewhere 
on the screen 


Moveable cart. Push 
these to alter the 
path of the robots 


Guide the robots 
to these bombs... 


Trees and 
stumps 
influence the 
direction of the 
robots 


The robots 
come out 
of here - 
the stage 
exit 


...to destroy 
these 

impassable 

rocks 


The entrance to 
the platform level 


STAR 

Crab these stars 
for an extra life! 


SMALL GEM 
Collect these 
gems to enter the 
bonus games 


BIG GEM 

This big gem is 
worth 10 smaller 
gems 


HANGING PIG 
Punch these hanging 
pigs for extra gems 


INVINCIBILITY 

This ethereal blob 
of clay renders you 
invincible 


TELEPORTER 

These squares 
teleport you to 
other locations 


SWITCH 

These switches 
turn off deadly 
flame-throwers 




HAMMER 

FUNNEL 

This hammer 
funnel stuns any 
on-screen 
enemies 


RESTART POINT 

Jump onto these 
plungers to restart 
at that location 


Take the underground short cut and 
avoid the nasty bulldogs on the surface 


MAGNET FUNNEL 
Activating this funnel 
attracts surrounding 
gems 


EYE FUNNEL 
Co down this 
funnel to reveal 
hidden gems 


CIRCLE ICON 
Collect this icon to 
open circle boxes 


TORNADO 

This tornado 
will kill 
anything it 
hits 


TRIANGLE CIRCLE 

BOX BONUS 

Open these This ballooned 
boxes if you've platform will 
collected the reach higher 
triangle places 


TRIANGLE 

ICON 

This triangle 
Icon will open 
triangle boxes 


CIRCLE BOX 
Head-butt this 
box if you've 
got the circle 
icon 


each character for the animation. It works 
well too, especially on some of the larger 
bosses that look incredibly well created! 
We’re almost guaranteed to see this 
'Claymation' technique used In further 
Visual Concepts games (and quite rightly 
too). 

Each character 
having their own 

different strengths and mmm 
weaknesses means that WWW 


guppy Is obviously a good swimmer - 
keep him out of water for more than 10 
seconds though and you're history. 

Collect another blob of serum whilst 
already in animal form and you’ll then take 
on a useful, projectile-like ‘outrider’ to 
help you out. 

It’s worth noting here just how well 
the animation of these clay characters is 
done. The programmer. Visual Concepts, 
has painstakingly digitised clay models of 


This is your 
goal; the 
cannon to 


f hp nPYl* 


world 



* 1 

bj 



BaVj 
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Jump up to select a 
letter. Collect all four 
letters of the word 
‘CLAY’ and you're 
awarded an extra life 


Look carefully for 
the secret gem 
stores. This one is 
hidden high up in 
the clouds and is a 
bugger to reach 


Avoid the spikes 
or you'll end up 
popped. The 
American 
Underground 
levels are huge 
and very intricate 
with loads of 
switches to 
disable and spikes 
to avoid 


The evil witch-doctor appears and demands the formula 
for the serum! 


Prof Putty refuses and is captured. Clayton is turned 
into a ball of clay and must find his father or perish! 


Professor Putty creates his serum and he demonstrates 
it to Clayton, his son 


enemies. All are useful from time to time. 

At the end of a stage you’ll find a 
letter and If you collect all four letters 
making the word 'CLAY' you’ll receive an 
extra life! If all this wasn’t enough, once 
you complete a platform section you’re 
then sent to an overhead puzzle section 
where you must guide two robots to 
open the entrance to the next stage! 
Also as you progress through the stages 
you’ll reach various restart points which 
do save your sanity! 


^ ^ ^ the player is required to 

THINK before diving in 
and grabbing the clay 
serum bits. Sometimes a 
serum ball will be placed in the way to 
hinder your progress - say, by turning 
you into Doh Doh when you’d be better 
off as Muckster. 

The platform sections are hardly a 
walk-over either. Some deft joypad skills 
are needed further into the game, 
especially if you’re after the bonus gems. 
These can be found in the hardiest of 
locations - try hitting one of the pigs 
suspended from the trees for a bonus! 

There are also these strange funnel- 
shaped bonus blocks to be found 
throughout the game. The funnel 
emblazoned with an eye wiH reveal 
Invisible gems, the one with the magnet 
will attract nearby gems, and the one with 
a hammer will stun any enemies. 


As you can tell, Claymates is a game with 
loads of variation. It’s got the arcadey 
platform bits, a pinball game, a Bounder- 
ish puzzler, and the brain-teasing robot 
liberation. But what about the rest? 

Well, gameplay is completely cool. 
Control of all the claymates is excellent. 
Inertia differs depending on who you’re 
controlling, but you soon manage to suss 
ail the animals out. The traps and baddies 
are all well-conceived with the more 
devious puzzles guaranteeing hair loss! 

I loved the interaction between 
characters, the fact that you need to find 
the correct animal to progress seems to 
work well - I never found myself trapped 
or unable to continue. The game Is pretty 
hard but there are a number of continues 
available, in fact even the continue 
screen looks beautiful (Clayton walking 
around a revolving globe) - the entire 
game is immaculately presented. 

Claymates was brilliant, it really 
clicked with me. The graphics appealed, 
the sound is boppy and it’s just great to 
play. If you’re looking for a platform 
game with a difference and 
the variation to match, then 
this is it. ' 

PAUL 


Cloopv is Invincible 
(See the fairy dust?) 
and that hissing 
gherkin Pacman dude is 
mincemeat! 


If you collect enough gems you’ll get to 
play one of two excellent bonus sections; 
either a pinball game (where your blue 
blob is the ball and you must rocket 
around the table), or a sort of bouncing 
squares game (similar to the old 
Commodore 64 classic. Bounder). Both 
are fun and add variety to the game. 

Further bonuses revolve around the 
collection of shaped blocks. If you collect 
either a revolving triangle, square or circle 
you’ll be able to open corresponding 
boxes and collect whatever they reveal. 

A triangular box will release a 
tornado that zooms about killing anything 
in its path (except you of course), the 
circle box opens out a platform on a 
balloon - step on it to reach the 
unreachable, and the square box will 
drop a hammer to stun the on-screen 


TrME" 
-3 r s' 


Muckster is obviously 
suffering from culture 
shock in the Japanese 
pagoda. He tried some 
sushi, but found 
chewing bits of rubber 
more appealing 


At first sight, 
Claymates’ quirky 
graphics seem out of i 
place on the SNES, but 
J you shouldn’t be put 

1 off. Underneath the ^ 

; strange-looking surface, 

1;^ swims a surprisingly decent and 
original game. The different character 
skills replace the power-ups which are 
usually part of gameplay, and there 
^ isn’t a laser bolt in sight. It’s all very 
non-violent, the Bounder bonus game 
^^smells sweetly of nostalgia, and finally. 


the phenomenal barking mouse is so 
stupid, it actually looks at home. 

Nubbynub nub nub. 

ANDY 
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RICHARD CLAYDERMAN'S EXCITING BONUS BITS 





MBS 




In this stage your ball of clay is turned 
Into a pinball and flung into a huge 
pinbail tabie. You must grab as many 
lives and points as possible before you 
eventually reach the bottom and are 
ejected out of the game. Boo! Pity there 
are no actual flippers too! 


HOUSE: INTERPLAY 
ORIGIN: OFFICIAL 
PRICE: £TBA 
PLAYERS: TWO 
TYPE: PLATFORM 


In this game you must guide your ciay bail onto the lit. 
yeiiow squares on the moving piatform. Miss the square and 
you’re out. Hit the lot and it's a hefty bonus 


Superb sraphics 
Varied gameplay 
Big challenge 
Loads of great touches 


V/////////////////.V///////////////////X 
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REVIEW 


SUPjEkI 



Gray Matter has been very 
busy of late, having been 
responsible for the 
development of three recently 
released Super Nintendo 
titles; namely BOB (EA), Wayne’s 
World (T*HQ) and nov/, The Incredible 
Crash Dummies. Perhaps busy isn’t exactly 
the right v/ord - all three games do bear a 
striking resemblance to one another. They 


CDB CECES0 


Remote control aircraft are amongst p 
the weapons that are used to slow you 
down. Just destroy the chap throwing : * 

them and everything will be fine 




Press down and poor old Slick will fall 
apart getting as low to the ground as 
possible 


The Incredible Crash Dummies... 
sometimes you just want to hit them 
very, very hard 


Do you like my new hat? Beautiful runner, 
low mileage but a bit tiring on the neck 
muscles 





PRESS START 
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BKslijaitaKaiililiiliitfJ 


HOUSE: ACCLAIM UN 
ORIGIN: OFFICIAL UK 
PRICE: £TBA 
PLAYERS: ONE 
TYPE: PLATFORM 


Crash Dummies is 

® probably the weakest title 

& to come from Acclaim to 

K date. As Jools said, the ^ 
f sameplay is derivative of 
almost every other 
platform game devised. The ^ 
graphics are dull, lifeless and 
inanimate, whilst the gameplay is even 
worse. Searching for the level exit 
through these mind-numbingly samey 
mazes is becoming a familiar formula 
from programmers Gray Matter - 
Wayne's World and BOB, both from the 
same programming team, mirror the 
Crash Dummies’ gameplay pretty closely. 
Maybe it’s got this basic game engine 
and simply changes the graphics for 
individual licences. 


There you are without any legs, when 
all of a sudden this car tries to run you 
over and do you even more damage 




ail feature a single character in a platform 
game, jumping over big blocks and firing 
off a weapon. All the games begin simply 
with the levels scrolling to the right, then 
gradually become more complex, forcing 
the player to Jump up, back and over 
various obstacles to get to the end of the 
level. 

JIM'LL FIX IT 

What is striking about all these games is 
that the main characters all behave In the 
same way, be the star a robot called BOB 
(the best of the lot), Wayne Campbell from 
Wayne’s World or a crash dummy called 
Slick (or is it Spin). The main difference in 
Crash Dummies is that Slick falls apart bit by 
bit when he takes a hit as opposed to 
merely feigning pain and losing some 
energy. 

This game is based on a cartoon 
series, which is based on a toy, which in 
turn is based on those yellow dummies you 
see in cars when they test crash them. In 


short, they get flung about a bit and to 
make the toys/cartoon/vIdeo game all the 
more appealing/hllarious/playable these 
little loves fall to bits in an ever-so- 
harmless manner. 

Quite how these yellow dummies 
became intelligent Is not explained 
(probably for the same reasons as the 
Shoe People did), but they are apparently, 
and one of the two heroes of the cartoon, 
Spin, has been kidnapped so you have the 
enviable task of taking control of the other 
dummy, namely Slick, and heading off to 
your chum’s rescue. 

SORRY I'M lATE, JD 

In the course of his travels Slick will 
encounter a number of mechanical 
obstacles ranging from aggressive robots 
to sets of electrodes which set up regular 
(and very dangerous) arcs of electricity. 
Should Slick bump into one of these 
dangerous little pieces of equipment, he’ll 
take a hit which will result in him losing a 
limb. One hit and he’ll find himself minus a 
leg, forcing him to hop very convincingly. 
Next goes the other leg, which leaves him 
to drag himself along on his bum. Then his 
right arm unfortunately comes off, but 
being the trooper he Is, he still manages to 
keep up the same speed as he did when in 
possession of both of his legs. Even 
without any limbs at all he doesn’t seem to 
be in the least bit disabled, merrily flexing 
his lower back to propel him to Just the 
same speeds and heights as he went to 
before. 

This whole concept is a wasted 
opportunity in my opinion. If the dummy 
was hindered when hit this would have 
given the gameplay some depth and 
imagination, two qualities it is sadly 
lacking. 

Predictably, when Slick picks up a 
screwdriver he gets a limb back. There a 
plenty of screwdrivers about so keeping 
going for a fairly lengthy amount of time is 
never that much of a problem. With 
simplistic level designs to contend with, 
the end of the level is often found without 
you having lost a life. Slick does have a 
weapon at his disposal - rusty spanners 
which he hurls in front of him. You do 
however possess only a limited number of 
spanners and have to collect more of them 
on the way to ensure that you are never 
unarmed (Geddit? Un-armed? Oh dear, 
why do I bother?). 


Level ends are fairly easy to spot, a 
big black and yellow disk springs Slick high 
into the air and on to the next riveting 
level. 

©ROP THE DEAD 
DUMMY 

The levels themselves are all very dull, each 
one has its own graphical style and a 
selection of appropriate enemies, but 
none of them offer any puzzles or 
obstacles that are in any way taxing. The 
occasional one may have some point of 
Interest In the graphics, but this doesn’t 
happen that often. Never do any of the 
sound effects provoke any response other 
than, "Turn the damn thing down". 
Generally all you’ll have to do is make a 
few Jumps, duck under a few laser 
beams/electricity bolts and keep on going 
until you find the end. Yaaaawn. 

Crash Dummies is far too dull to be 
even vaguely entertaining for more than, 
say, 10 minutes. The gameplay is highly 
derivative and has been seen before, and 
the presentation is certainly not going to 
stop the traffic. A game like this should 
have been a complete giggle-fest all about 
finding new and interesting ways to rip 
these guys apart. As it is we’ve 
got Just another yawn-inducing 
platform game that the SNES 
could well do without. JOOLS 




The torches aren’t exactly harmless, plus 
you’re lumbered with acrobatic spanners 
that take ages to get to their target 


The pits of cement animate themselves to 
become monsters who try and grab you 
as you leap over. Very strange... 


Revenge of the killer parking meters. You 
wouid not beiieve how we iaughed and 
iaughed... 
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The Queen bee is the end- 
of-level guardian for the 
Eariy Creatures of Land 
stage. Learn her attack 
patterns carefuiiy and act 
accordingly - evolving a 
useful Jumping body should 
stand you in good stead 


These rejects from Dune 
appear throughout the desert 
levels. Here's a tip from the top 
> don't charge straight 
through, running and jumping. 
Instead, walk through normally 
and stay still if a worm appears 
in front of you 




have an easy ride though - a trial in which 
"the weak become the victims of the 
strong," sounds pretty daunting to me. 
How do you fancy changing a mere four 
billion years of evolution in a couple of 
days? 


Run away! The T-Rex is advancing 
very quickly. Successful counter¬ 
attacking is the key here. Time your 
bites perfectly, working out the 
rhythm for repeated bites 


I don't know about you, but 
personally I’m sick to death 
f ~ W of dinosaurs at the moment. 
1^1M However, it’s not the 
\ r dinosaurs’ fault of course - 

it’s that overrated Hollywood 
marketing exercise, Jurassic 
Park. I suspect that a lot of people are 
hoping for a second bout of extinction 
pretty soon. 

Here I am, trying to avoid anything 
with the word ‘saur’ in it when this box 
gets shoved into my hands with pictures 
of these big reptiles on it. "Great, more 
lizard-related cash-ins," I thought. Then I 
noticed the title EVO and it Immediately 
struck a chord...Evolution - a game I 
played and enjoyed some months ago on 
Japanese import. I found it a memorable 
experience and looked forward to a 
possible translation. 


You begin life as a fish, not your average 
guppy mind you, but some fishy fella ripe 
from the primordial soup. Initial game 
screens display the world map - you’re 
the little moveable sprite while the 
flashing green dots are uncleared areas 
requiring your attention and the red dots 
are areas you’ve already sussed. Once 
you enter an area you can’t leave it until 
it’s cleared. Most areas are full of 
indigenous creatures trying to live their 
lives without being eaten, and It is you 
who must try and eat them. It’s probably 
a good idea to remember that you’re not 
the only predator around though, so 
keep your hit points topped-up. 




EVO is a really novel — 
game containing loads 
of neat ideas. The ^ 
strategic elements ^ 
where you are required ' 

to carefully plan your _ 

evolutionary choices 
add Just that little bit more to the ^ 
surface platform action. At times the 
pace seems to slow down a tad - some << 
platform sections appearing 
particularly empty, but I found myself 
captivated by the gameplay. Whilst it’s 
no classic, the superb presentation, € 
comprehensive gameplay and Japanese 
strangeness all combine to create an 
original and involving game. 

ALEX 


Stripped bare, EVO Is a platform/RPG 
hybrid spanning over four billion years of 
evolution, set over five separate periods 
in time. You start off as the lowest form of 
life within each of the five scenarios and 
through evolving different parts of your 
body to suit different situations, you must 
defeat the oppressive end-of-level 
guardians allowing you access to 
subsequent time periods. 

When time first began some 4.6 
billion years ago, the solar system was 
born. Gaia, the 3rd daughter of the Sun 
(planet Earth to you and me), was given 
life to her surface by God and told that 
one creature would in time emerge from 
the surface and evolve to become Gaia’s 
partner. This creature wasn’t going to 


HUDEog 


way to a creature's heart is through its 
^ch, and that's where success is at! 


pofiits. The 
nber of Evo 
Is hit points 


P-p-pick up a penguin. Actually, the 
penguin has picked ME up, tossed me into 
the air and stuck its beak up my bum 


in the Age before Land 
your fishy goings-on 
can be monitored on 
the mini map screen. 
You can also save the 
game and record your 
characters in a log book 
here - press Select to 
bring the menu up 


Eat the f^^HWRSClreFeatures 
leaveAehind. The higherthe life-form 
tltt more you'll receive 


Collect enough Evopoinlf^lmiP^em 
to evolve. Here I've increased th?stze of 
my dorsal flOr^peedlng me up somewhat 


Gaia reveals herself when either you die or 
you compete one of the stages. If you die 
you can continue where you left off, but Evo 
points are deducted from your points total 


WHICH CAME FIRST 


This Is the 
evolution menu. 
Buy your new 
bodies, tails, horns, 
fins and jaws here. 
There are loads to 
choose from, but 
few of them are 






























































































evolve into something a little faster 
perhaps? 

ALTIRID STATIS 

As you evolve through the five time 
periods (The World before Land, Early 
Creatures of Land, Age of Dinosaurs, Ice 
Age and Early Man) you will encounter 
many other creatures. All have their own 
defensive techniques and some simply 
attack you on sight. Evolving properly will 
help deal with the different behavioural 
patterns of your enemies. 

Although initially daunting, EVO is 
incredibly easy to get into. Controlling 


These plant-eating Triceratops are 
harmless unless you Jump onto them 
by accident, watch out for a 
stampede 




HOUSE: ENIX 
ORIGIN: AMERICAN 
PRICE: £59.99 
PLAYERS: ONE 
TYPE: PLATFORM/RPG 


'; ■: ■ r;.-V. 
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Age 


effects 


great 


Park 
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Inside Birdman Castle you will encounter '»*• 
sword-wielding minions and strange, 
shimmering structures that are used to 
teleport around the place. Work out the way to 
the Birdman's lair and defeat him 


of tactics...amass some Evo points and 


Your running. Jumping and biting 
powers depend on your evolutionary 
status. Initially you must eat lesser 
creatures, increasing your evolution 
points and when you have enough points 
you can evolve a particular part of your 
body to a further stage. Jaws (biting), 
horn (head-butting), back of head 
(protection), body (defence), hands and 
feet (agility), dorsal fin (hit points) and tail 
(jumping ability) can all be changed to 
suit your environment. 

Careful monitoring of your 
evolutionary choices must also be 
maintained because certain changes to 
your body may affect other skills. For 
example, evolving into a creature with the 
toughest body armour will lessen your 
agility and jumping ability, therefore it is 
essential to find the right balance 
between all the evolutionary changes 
available. 

It is this strategic element of EVO that j 
makes the game so engrossing. You maY 
be able to fight halfway through the 
world armed with massive jaws, loads of 
thick armour and a huge tail, but then 
suddenly you may find yourself up 
against a creature who is fast and can 
jump about the place like nobody’s 
4 business. I'd recommend a quick rethink 












WARNINO 

IXCIS8IVI VOLTAGf 
CHANa OF FATAL SMOCK 


GJBMilRCIt 


' 


your 


f’^The 
I- 

Fla! 

unexploi 
Red dots have already been 
explored and completed 


Alatkan r 
’ ^jJUo watc*t« 

^ A sthmpt-cJoud < 

intaln. What could I 
Guardian Yetts can be found In a 
distant 'green lancF (groanl) 


your character is simple enough - it's 
never fiddly or frustrating and evolving 
into some killing battle-beast Is very 
rewarding. The character response 
depends on the amount of agility points 
you have, so less patient players may 
become frustrated by the slow movement 
at first and the sedate gameplay may not 
be everyone’s cup of tea. 

I liked the game though - it became 
incredibly captivating traversing through 
time, although it didn't take me too long 
to march through most of the game. The 
earlier levels are pretty mellow, but the 
last couple are tricky to beat. The 
mysterious cloud city (within The Ice Age) 




I which houses weird birdmen with a giant 
; Eagle leader is a bit of a beast, requiring 
I the player to negotiate a huge maze 
: before meeting the Eagle. It’s not an easy 
■ life at this point in the evolutionary cycle! 

There are some gorgeous backdrops 
\ to be found in EVO and the main map 
I screens are superb, especially the 
I rippling water effect. A prehistoric 
atmosphere is captured very well by the 
presentation as a whole and there are 
some great surprises in store for 
prospective EVO players. 

Evolution has come to a head 
at last! 

PAUL 
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A moment's 
reflection 
before you 
plunge 
headlong 
into the 
affray. Your 
thoughts at 
this point 
should be 
directed 
towards 
finding a 
sword VERY 
quickly 


There’s something very hard 
about these samurai guys, 
r ^ do they possess 

0 /i^\ f) utter control over their own 
y bodies, have an intimate 
knowledge of martial arts, not 
to mention the ability to slice a cucumber 
into 50 pieces with one sweep of a sword, 
but they can also walk around in their 
pyjamas without a care in the world! 

Take our hero for example. Yes, 
admittedly he has had a bit of a shock, 
finding out his Sensei has been killed by the 
Demon King and that he’s got to travel 
through time to avenge his master’s death. 
But the least he could have done was to 
put on some shoes. 


occasionally he loses the sword (how this 
happens. I’ll come to later), and is left to 
resort to his fists and feet as he leaps 
nimbly about. Any blow he inflicts is 
accompanied by a "hi-ya" that would have 
made both Bruce Lee and Miss Piggy proud. 

To supplement this weapon, two 
throwing weapons can be picked up, 
daggers and axes, which can be used in 
conjunction with the sword for a heavy 
attack. Also, pick up a shuriken and you’ve 
got yourself a roving outrider that homes In 
on any enemy and inflicts one hit every 
time it passes. 

The samurai has two energy bars. One 
is his life, represented by the arm which 
sustains damage whenever the samurai is 
hit and Is replenished by food. If this runs 
out he dies. The second, represented by 
the sword, is his force which is topped up 
every time he kills something, but can be 
reduced in two ways. The first is charging 
up one of the little ceramic pots to make it 
a way-point, the second is when the 
samurai’s life bar reaches zero and it nicks 
some force to recharge it. This will 
invariably take the force bar below half¬ 
way, the consequence of this being that 
the sword is lost until enough things have 
been punched and kicked to death to get it 
back up to more normal levels. 

This is where the game falls down. It is 
far too easy to find the resources, be it 
food or enemies, to recharge either or both 
of your energy bars. There are plenty of 
food baskets lying around and a bit of 


Judicious rationing should see you through, 
and there are lots of little corners where 
some of the smaller enemies can be picked 
off at will to get your force bar back up to 
reasonable levels. 


The gameplay isn’t all about hacking and 
slashing because around each of the five 
stages (yes, I did say Just five) are five runes 
that must be collected before each stage’s 
guardian can be summoned and taken on. 
Some of these runes are found Just lying 
around like so many sets of lost keys, but 
others will be Just out of reach, hidden 
beyond apparently impassable barriers. 

Aha, I hear you cry, a puzzle element. 
Well, not quite - to get past the 
barriers all you have to do is find 
a bell, walk up to said barrier 
or obstacle (It may be a 
wall of fire, a wall of ■ ^ 

spikes or Just a plain 
wall) and ring the 
bell. This summons ^ 

the Wizard Mage 
who does a bit of 
magic to enable you ^ 

to walk or slash your 
way through the 
obstacle. Hardly what you’d 
call tricky, especially when the 
bells are never that well hidden - 
usually they are Just around the corner. 

With the simplistic gameplay, 
apparently Infinite continues and lack of 
any challenge across the five relatively small 
levels, the presentation of the game soon 
fades Into insignificance. However, there 
are plenty of samples and the graphics 
have a distinctive style, and while not 
consistently high class they are certainly 
above average. 

The problem is that the gameplay isn’t 
sophisticated or Intense enough to take 
on the likes of Prince of Persia or 
Super Probotector. Having said that 
though, there isn't much apart 
from these two in the way of 
competition on the official UK 
market, and while it won’t fill " ' . 

the gap. It will do ; 

until something 

better comes along. : 

JOOLS ^ 


RICHARD CHAMBERLAIN 

Our man's task is made all the more 
hazardous because the Demon King has 
conjured up a number of nasty things with 
which to slow you down. These vary from 
level to level, but range from fire-breathing 
Pan-like creatures to green blokes with an 
alarming, some might even say shocking, 
capacity to generate electricity. 

Of course, despite his lack of apparel, 
the samurai isn’t entirely defenceless. He 
has a sword most of the time, which is fairly 
long and cuts a swathe through most things 
fairly simply. This sword is good fun - 
instead of Just slashing the air in front of 
him, he can also crouch to get a lower 
angle of attack and reach upwards to take a 
slice out of any airborne attackers. But 


This is the express to the twentieth century. 
That red symbol in the flames is one of the 
ones you must collect to summon the guardian 


The third guardian 
is a kind of fast- 
moving spider that 
inflicts some 
serious damage 




# 1 encountered First " 
Samurai on the ST nigh 
on three years ago. At 
the time I thought it m 
was one of the best^ 
games I had ever 
played with its intriguing 
puzzle element and brash colour - ^ 
well, we are talking about an ST! 
Now however, I don’t feel that th^ 
gameplay or presentation is 
sufficient enough to be worthy of 
the SNES’s high standards. First 
Samurai is still very much an Amiga 
and ST game and the changes which 
have been made still leave the overall 
quality below par. Having said that^ 
though, it is a very enjoyable game, 
the graphics are a little bit flat, but 
overall the game is challenging and 
entertaining. 


One of the easier 
runes to get hold 
of. but you'll need 
to do a bit of bell¬ 
ringing to get rid 
of that fire-walk 
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twoiiapsing like a bag full of deflating beach balls, the 
first guardian disappears 


Picic'up tM face^r a smart bohteu^nd ^ jt guickly 


The first guardian iooks reaily menacing, but you'll find that a few well- 
sword swipes will see you well on your way . 


And lo, there he is. Most train drivers aren't this bad 
tempered, but hey, it's all part of the fun 


HOUSE: KEMCO 
ORIGIN: OFFICIAL 
PRICE: £49.99 
PLAYERS: ONE 
TYPE: PLATFORM 


Looks sreat in some 
places 

A wide variety of 
enemies 

Neat sound effects 
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REVIEW 


SUPiEU 



Like Mario you can jump up and knock blocks with your bonce to reveal either desirable 
bonuses or undesirable opponents. Your move! 




It would seem that the 
general consensus these 
days is if you haven't got 
a sickly cute, instantly 
recognisable character 
with a face you'd like to 
punch advertising your 
product, it simply won't sell. Everywhere 
you turn there’s another fresh-faced 
amoeba waiting in the wings longing for 
recognition comparative to that of Mario 
and Sonic. 



WHAT A LOAD OF OLD 
CARP 

But hark, what approaches from yonder 
rock-pool? Who slithers and drips up the 
theatre aisle to this illustrious audition of 
no-hopers? With a few wrinkles, the odd 
grey hair and a dubious pair of dentures, 
our amphibious veteran presents himself. 
The namesh Pond, Jamesh Pond. 
Underwater FISH agent - mean, green and 
part machine!’ 

The green’ confused us for a moment 
as he’s obviously been spending his happy 
retirement days on some sunny Californian 
beach, but we concluded that 'tanned' 
doesn’t rhyme with ‘mean’ or ‘machine’ and 
obviously wouldn’t be quite as punchy! 

James Pond has been there, seen it, 
done It and bought the T-shirt long before 
half of these new console characters were 
itches in their developers’ underwear. 
Appearing first on the Amiga and ST at least 
three years ago, it’s surprising that it has 
taken this long for him to surface for a 
breath of SNES air. 


FILLET OF FISH 

Proving to be a straight conversion of the 
Mega Drive Robocod game, also released 
aeons ago. Super James Pond Is little more 
than your bog-standard platform game with 
superfluous graphics. Collecting lots of 
different bonuses to increase your score 
and searching through the maze-like levels 
for the exits and bonus levels, is hardly 
anything new. 

The levels are huge though and there 


are a few good guardians to defeat, but 
mainly there are er, lots of platforms, and as 
platform games go it’s not that difficult 
either. With surprisingly few scurrying 
minions standing in my way I got well past 
half-way through the game in under a day 
without too much effort - the five continues 
and a maximum of five lives naturally aiding 
me immensely! 

Included within the game are two 
cleverly hidden cheat modes (Read next 
month’s tips pages!), humorous enemy 
sprites, themed game sections and some 
wonderful modes of transport. Admittedly a 
flying bath, Icarus wings and a miniature 
jumbo jet are hardly up to the standards of 
Bond and Q but they’re effective and highly 
amusing nonetheless. 

The levels vary in size and some even 
vary in design. One section consists of 
corridors not dissimilar to ventilation shafts 
where Pond puts his best flipper forward 
and waddles at high speeds up and down 


the ramps searching for the exits. However, 
there are a couple of platforms so your 
sanity isn’t saved completely! 

OH MY COD! 

The biggest problem I found with the game 
is the phenomenal boredom rating. 
Consisting of 14 levels each with numerous 
stages and dozens more secret rooms 
inside, the gameplay was getting very 
tedious indeed. "Oh GOD! Where is that 
flippin’ exit?" continually spouted from 
my lips. 

Having said that, you could keep 
coming back to James Pond as you do with 
Mario World. Searching for all the secret 
levels will take you a good few weeks at 
least, but you may be disappointed with 
the extent of these levels as they are hardly 
as exciting or comprehensive as those in 
found in Mario. 

However, it all looks very nice doesn’t 
it? A lot of effort has been put into the 



Pond has got a fascination with 
flying and, like icarus, is willing to 
singe his toupee for the privilege 


Is situated on numerow 
vs Pond to search for sHret 


The aeroplai 
levels and af 
level exits 


The flying bubble bath gives you 
the opportunity to search all the 
JUttle nooks and crannies 



FROM THE OCEAN TO THE POND. IT'S A NO 
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SLIPiEW 



There are loads of secret 
rooms and levels to find, 
some are discovered 
simply hy walking though 
special walls and bricks, 
others, represented by 
barber poles, are a little 
harder to find 



around various toys. Here 
you can clearly see 
dominoes and dice, and 
later on the piatforms are 
created out of plitt of 
playing cards and casino 
chips 


visual presentation and the cute element 
has been taken to an extreme. The colours 
are vibrant, the animation Is smooth and 
there’s lots of humour, but a proportion of 
quality gameplay has been forfeited in 
order to keep the extravagant parallax 
backdrops rolling by at a reasonable speed. 

Having said that though, slow-down is 
highly evident on more than one occasion 
even when there’s nothing on screen 
except Pond himself. But then on other 



James Pond has a unique and very useful ability to stretch his mid-rift as far as the level 
allows. If he makes contact with a platform he can grasp hold and shuffle along! 



The guardians are easy to defeat Just 
requiring a few foot-stomps on their 
heads. This bear has a dangerous backside 
and can make fish cakes out of Pond 



When stomping on the enemy you can pull 
down and armour yourself by 
disappearing inside your shell-suit, this 
way the strength of the blow is doubled 
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occasions Pond scoots down hills with a 
speed rivalling Sonic on the Mega Drive, 
accompanied by an equally fast and 
nauseating bouncy tune. 

So, to the conclusion. The character is 
getting old and so too is the gameplay. 
Unfortunately the spruced-up graphics can’t 
rescue James Pond from being just another 
multi-platform hopper with a smarmy- 
grinned character. 

However, It Is enjoyable nonsense and 
keeps you occupied until it’s time 
for dinner, but don’t expect much 
once you’ve finished eating and 
are playing again! 




This Herbie really has gone bananas. Spewing out miniature bubble cars from its deadly 
mouth, the guardian bounces backwards and forwards trying to flatten you under its 
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f Tomator's spaceship is plagued by auto-defence systems 
which constantly bombard your party with laser fire 


Watch out for dinosaurs and the cavemen who roll 
towards you - they can only be shot when they stand up 


EVERY PORE! 


Mummies can only be defeated using Baleog's spear. Keep 
^ an eye on the hieroglyphics, they often hold clues 


SCREAM WITH FRUSTRATION AND SWEAT FROM 


SUP^J£H 



a game 

which is a piece 
programming genius. In 
cent months 

axreetfighter 11 and Super 
Mario Kart have proved 
more addictive than any 
drug. Now it's time to get ready for 
Interplay’s The Lost Vikings. This is another 
classic that will make you scream with 
frustration and sweat from every pore as 
you struggle to tear yourself away from it. 


NORSE CODE 

Let's be honest, we all love a good platform 
game, don’t we? The Lost Vikings is exactly 
that...a veritable jumping feast with a side- 
order of puzzle element to add that extra 
spice. I’ll say it now, The Lost Vikings is one 
of the best games I’ve ever played. It has all 
the essential features of a masterpiece; slick 
presentation, infuriatingly addictive 
gameplay and not one, but three (Gasp!) 


Flames shoot from the gas pipes and 
engulf the conveyor belt. Cut off the gas 
supply by shooting the red pipes with 
Baleog's bow 
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extremely cute characters, namely the 
Vikings Olaf, Erik and Baleog. 

Vikings is a game that instantly appeals. 
It manages to hold your attention through 
all 36 levels by adding new elements to the 
gameplay, offering new, trickier puzzles 
and more challenging action sections. 

Tomator, a putrid-green alien 
superftend has Viking-napped Erik, Olaf and 
Baleog. God knows why, but then again, 
who cares? A»\aterializing on old Tom’s 
space cruiser, the threesome are separated 
from each other, so the first easy task is to 
regroup, then find the exit. 

Initially you’ll control Erik the Swift, but 
you can switch over to Olaf the Stout or 
Baleog the Fierce at any time. Erik must leap 
over the electric floor to reach the exit, 
while Olaf must block the laser with his 


shield, or be toasted by the blinding light 
beam. Finally there’s Baleog, who hacks 
away at the googly-eyed alien to join his 
companions at the escape tunnel. The 
three beer-swilling lads can perform a 
variety of other dazzling actions, but you’ll 
have to examine the panel entitled 'We 
Three Kings’ for the low-down. 

You can control the three Vikings 
yourself, or team up with a mate. Player one 
will control the team leader, while the 
second player will command one of the 
other Vikings. The screen scrolls around 
player one, so the second Viking must 
remain on-screen to stay in control, 
otherwise he'll just stand around idly. 
Unfortunately, I found the two-player 
option a bit pointless. The game remains 
basically the same in both modes, but you 



feel more In control when playing solo. I 
just found the added hassle of a second 
player frustrating. 

With the first level successfully 
completed, you’re awarded a password 
that allows you to continue your game even 
after switching off the machine. Obviously a 
code system is gratefully accepted in a 
game of this size, and is more effective 
than, say, a battery backed-up save facility. 

VALHALLA 1 7 

Remember, all the Vikings must reach the 
exit alive to continue to the next level. 
Should one die, you must retry the stage. 
Thankfully the infinite continues allow you 
to keep trying until you’re successful or 
bored. The initial stage may seem 
pathetically easy, but just wait until you’ve 
progressed past the first few. The game is 
by no means a pushover - it eases you into 
the swing of things, then throws some 
tricky puzzles at you. 

Use the bubbles to cross the gooey 
swamp. Carefully tread from one to 
another, but don't hang around too long 
as they'll burst under your weight 
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rf The final confrontation with Tomator. He's big, he’s green 
aj and he smells. I bet he hasn't got any friends... 


^ Use the cranes in the industrial zone to move the iron 
' i girders in order to activate switches or bridge gaps 


m Candy land isn't as sweet as it may appear - pools of 

boiling chocolate will drag the Vikings under if they fall in 


Mummies crawl from the tombs and stumble towards the Vikings. Avoid them at all 
costs as they’ll mummify you with a single slash_ 


Wrapping his lips around Baleog’s hose, Olaf fills with gas and floats upwards. Guide the 
bloated barbarian up through the level without clipping the spikes 























The same moves swiftly on to the next 
level, which introduces extra factors to the 
game, such as the assorted power-ups that 
lie scattered around. Food restores one of 
your three pips of energy, while the metal 
talisman adds an extra bar of power to your 
Viking’s health. 

Cross-shaped smart bombs are great 
for nuking the enemy, while flaming arrows, 
which can only be used by Baleog, are 
useful for taking out the tougher aliens. 
Along with fruit and other foodstuffs, 
cherry bombs are perhaps the most 
common bonuses. They can be used to 


knock down walls or blast the enemy, or to 
destroy Tomator’s defence computer 
which will deactivate the force-field. 

Each of the Vikings can carry 
up to four objects, although 
you can pass around the 
Items from Viking to Viking if 
they’re standing next to 
each other. 

For valuable clues on 
completing a level, walk up to 
the ‘question-mark’ blocks and 
carefully read their advice. Friendly 
aliens also divulge information on how to 



conquer the next section of the level, but 
these beasties only appear on the 
initial stages. 

As previously 
mentioned. The Lost 
Vikings has a strong 
puzzle element. Only by 
using the Vikings as a team 
will you be able to solve 
the problems and gain 
access to subsequent levels. 
The majority of the puzzles only 
require the party to flick levers In the 
rorrcct order or find the right key to open 



B ited an C 
te amount ; 

iddictive ^ 

^ qualities of this pleasant surprise from 
Interplay. I played on it for as long as I 
% could and was amazed by how the time 
^ just flew by. It cleverly manages to ^ 
^ have huge time-consuming levels,^i 
V without annoying you when you die 
■ and have to do it all again. Forget the 
)¥ ' two-player option, this is a game that 
shouldn’t be shared. , 
MIHI JOOLS 


a locked door, but the problems become 
surprisingly challenging later on. 

you’ll have to use cranes to lift Iron 
girders, which must then be dropped to 
deactivate an electric barrier. What about 
the switches you can’t reach? Try firing an 
arrow or use Olaf s hang-gliding shield to 
allow the fatty to drift across and flick 
them. Many puzzles may not seem straight¬ 
forward, but think about them logically and 
you’ll sail through the levels. 

Vikings isn't however, just a 
game for the thinking man. 

You’ll need more than your 




love those cuddly 
little Vikings. 
They may try to K 

^ Ir ^ 

* know ^ ^ 

that deep 
under all those ^ 
muscles and facial hair ^ 
they are just big softies! What I find 
refreshing about this game is the 
^ element of team work that Is a crucial 
r-- part of the gameplay - a number of 
situations arise where the lads have to 
use their disparate skills a certain | 
sequence In different parts of the level 
to ensure that all of them get out alive. 

' I think Lost Vikings is one of the most 
original games I've seen for ages. 

ALLIE 
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bulbous belly, so he carries a shield to 
protect himself and the others from the 
enemy. His buckler will stop almost 
anything, from the gnashing teeth of a 
dinosaur to a snail’s spit. He can also 
protect himself and his buddies from falling 
obstacles by raising the shield above his 
head, or Erik can use the shield as a 
platform to reach high ledges. The shield 
can double up as a hang-glider, providing a 
means of drifting slowly down to the 


ground. He can also drink 25 pints of lager 
and gulp down a chicken vindaloo without 
throwing up. What a boy! 


Erik isn't actually a bird with long tail 
feathers as his name suggests, but is rather 
light on his feet. OK, Erik can't run as fast as 
Ben Johnson, but then the Viking doesn't 
use any 'power-ups'! The skinny barbarian 
Is lacking in grey matter, but can use his 


mm 


fair share of skill to get past 
the traps and obstacles 
Tomator has set for you. Pixel- 
perfect control Is needed to 
direct the boys through the spiked-walls of 
the Sweetie world - one wrong move sees 
your Viking impaled on a sharp spear! 

The Lost Vikings really is a good game. 
It's not just the outstanding graphics, or the 
atmospheric sound, it’s mainly because it's 
so darn playable. OK, it's not quite in the 
same league as Mario Kart, but 
then this is a totally different 
game, isn't it? I can't emphasise 
how much I liked It! 


Your team of bewildered 
barbarians consists of three 
Vikings, each capable of 
performing a variety of actions. 

’ You must use the characters as a 
team to solve the puzzles, which will 
^ lead you to the exit and ultimately 
back home. 


Olaf Is the burliest of the three Vikings, but 
has a few problems trying to find a loin¬ 
cloth that stretches around his bulging 
waist! Lard Ass is pretty slow thanks to his 





SUPER CONTROL 
















































vacant cranium as a batterins-ram. Just 
take a run-up and charse head-first into a 
wall, then sit back with a slass of water 
and a couple of paracetamols! Thanks to 
his agility, Erik can reach high platforms by 
jumping up to them. This often means Erik 
must lead the party. 


Baleog is well *ard. Listing his hobbies as 
woolly mammoth wrestling and bar¬ 
brawling, Baleog the Fierce carries with 
him a bow and a big sword with lots of 
spiky bits protruding off It. He is also a 
seasoned ale drinker like Olaf, but his 
record only stands at 19 pints. Baleog’s 
role Is to protect the other Vikings by 
hacking away at the enemy with his blade 
or firing an arrow at them. He can also use 
his bow to activate switches he cannot 
reach, or use his seemingly endless supply 
of arrows to make a nice bivouac. 


Make Baleog charge to 
^ the right and shoot the 
^1 pi green alien. Ciamber up 
**^the stairs and deactivate 
the force-fields by pushing the 
switch. Chat to the alien, then nip 
down the steps and up the next 
ladder 


Once again, bash the 

electricity fields. Co down 
™ the ladder once more, wait 
over by the elevator, then change 
over to Erik and Olaf and run to the 
lift 


Head down to the bottom 
^ of the elevator shaft and 
J shoot the red button 
* with Baleog s bow. Run up 
to the computer screen and drop a 
bomb. Stand well back and wait for 
it to explode, then rush forward to 
grab the food and talk to the 
friendly tomato 


Having returned to the 
fwj IB middle level, run left, 

Jb down the stairs, and 
activate the gravity lift. 
Step into the field to climb to the 
top. then send Olaf along to the left 


jgr* ^ Block the laser fire with 
Olafs shield, then bring 
the other two Vikings up 
* from behind and make 
them wait on the ladder. Bring Olaf 
down the steps and stand in front of 
the laser once more 


Run Erik and Baleog to 
■r the right and onto the 
next ladder. Once again, 
Olaf must use his shield to 
block the laser. Send Baleog in 
behind Olaf and take out the 
remaining aliens. All you have to do 
now is walk to the exit 


BALEOG THE FIERCE 


Bomb Tomator's defence 
computer to deactivate the 
force-field doors. The cherry 
bombs will also destroy the 
floor underneath the computer, 
allowing you to reach hidden 
sections of the level 
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There are six 
different 
countries. 
Pierre starts 
In Switzeriand 
hut is soon 
globe-trotting 
to Ancient 
Greece (no 
pun intended). 
China, the 
west Indies 
and Mexico 


Once you've 

collected 

the 

vegetables, 
find the 
cage and 
dump them. 
This keeps 
them safely 
locked up, 
unless Le 
Chef Noir 
appears... 


It's that git. Chef Noir. and 
he's releasing ail of the 
veggies you've captured. 
Nip down to lock up the 
cage again and deal with 
the dastardly cook by 
lobbing flour bombs at him 


The number of veg 
needed to exit the level 
appears in the top-left of 
the screen. Once you've 
grabbed them ail. a 
portal to the next stage 
materialises 


© It’s the repetitive ^ 
nature of Out to Lunch 
that lets it down. Each 
stage is big and never ^ 
easy, but you are always 
doing the same thing. 
Once you've lost your 
three lives the last thing you want to 
do is fight your way through five or six 
stages you've already completed, just 
to see if you can get any further. This 
for me is a big turn off, and one that 
isn’t going to be reconciled by the 
appealing nature of the main character, 
Pierre, or the vaguely amusing 
expressions on the vegetables’ faces as 
they do their best to run away from 
you. Just running around with a big net 
doesn’t make for addicitve gameplay. 

JOOLS 
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Pull on the 
lever to start 
the fruit 
machine which 
awards loads of 
points, an extra 
life, extra time 
or a random 
bonus. 

Alternatively, 
it’ll give you 
bugger alii 


There are 
lots of 
different 
ways to 
earn points 
in Out to 
Lunch. 

Crab the 
sweets or 
ring on all 
five bells 
to receive 
an extra ; 
special 
bonus 


Mindscape’s recipe for success 
is as follows: take one chef 
chefs hat, mix 

^ with the tried and tested 

f platform genre plus a pinch of 
cuteness to add that extra spice. 
Simmer for six levels and serve 
piping hot. 

Out to Lunch starring Pierre Le Chef 
seems very dated. The concept, namely 
catching assorted fruit and veg, seems like 
something taken straight out of a 
Commodore 64 game such as Dizzy. It just 
seems very, um, ^>3hties^sramrag|B^HgE 


Anyway, Pierre’s spuds have escaped from 
the fridge, leaving the chef with no 

. . ingredients to prepare his recipes 

Pd with. Trekking across six different 
countries in search of the missing 
4 aubergines, Pierre must first find 

m his net with which to catch the 

veg. The net Is hidden somewhere 
within each level, but the longer 
you spend searching for it the less 
time you'll have to catch the 
veggies. The time limit is strict for 
each level, so don't waste time 
wandering around aimlessly. To 
speed Pierre up, hold down the 
llpitP run button as in Super Mario 
* World. 

With net In hand, Pierre can swipe the 
vegetables and keep them safely in his bag 
of goodies until he reaches their cage 
where they’ll be safely stored...hopefully. 
On some of the later levels you're 
constantly hassled by the Le Chef Noir who 
runs behind Pierre and lets out all the 
vegetables after they’ve been locked up. 
Watch out for the other possessed veggies 
that bounce around, because they'll stun 
Pierre if he touches them, causing him to 
drop all the ingredients he’s collected. 


pushing his trolley. Next, In China, Pierre 
must spin plates for points and there's also 
bell-ringing, yet again for points. 

At the end of the levels Is a fruit 
machine sub-game which allows you to 
gamble for points, time or lives. These sub¬ 
levels do add a bit of spice, but I think Out 
to Lunch needs something else to do apart 
from swing a net. Although it's a pretty big 
(and difficult) game and graphically quite 
cute. It's unfortunately rather dated. The 
effects are scarce, although the tune that 
accompanies the veg-catching is suitably 
boppy. 

Overall, If Out to Lunch had more 
variation it could have been an . 

A La Carte recipe for success, 
but instead Pierre Le Chef is a bit 
of a sour grape. ALEX 


To make life easier for the floating fryer 
there are a selection of bouncy things such 
as springboards, that give Pierre that extra 
oomph to reach higher platforms. Some 
levels have teleporters that whip you away 
to another part of the scene. You'll also 
come across a platform that moves around 
slowly. But it's hardly original so far, eh? 


In fact there's little very originality in Out to 
Lunch. It's a platform game that doesn’t 
have anything special to separate it from 
the rest. Most of your precious time Is 
spent jumping around and chasing 
vegetables, with the only variety appearing 
in the bonus games. The first is a 
supermarket trolley dash where Pierre must 
grab as many goodies while constantly 


CHILLI 

SAUCE 

Gives 

Pierre fiery 
breath 


Along with bouncing beans and troddiing 
tomatoes, nastier fruits with big fangs chase 
after Pierre, threatening to take one of his 
three lives. A purple amoeba-thing swallows 
Pierre, while the giant wasp swoops down 
and stings Le Chef to death. Nasty. 

As there are no continues, three lives is 
very Iltde to complete the game with. Extra 
lives can be found as one of many bonuses 
(check out the Sugar and Spice box for 
more info), but the game is still bloody 
hard. That’s on the easy level too - there’s 
an advanced setting for the hardened 
gamer, although this is more frustrating than 
challenging. 


CLOCK 

Adds time 


GOLDEN FLEECE 

Temporary shield 


FLOUR BOMB 

Use against veg 


EXTRA LIFE 

Erm... 


NET 

Vital veg- 
catching 
gear 


PIERRE'S 

PINNY 

Invincibility 

apron 


ICE 

BOOTS 

stick to ice 
like glue 


•SYCH 
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REVIEW 



How is it that when you're an 
nipper who’s 

knee-high to a grasshopper, 
all the really dire cartoons 
appear to be the funniest 
V* since Tiswas. Isn’t it 

strange how the animation 
always seems to be state of the art while 
the humour manages to tickle your fancy 
where it really counts? 

Looking back on It now through the 
fog of re-runs, It's amazing how utterly 
pitiful each of those animated antique now 
looks. And as for the humour - did we 
really laugh our chocolate smothered, lolly¬ 
sucking gobs off at such demented 
rubbish? 

Rocky and Bullwinkle was one such 
cartoon that is painful to watch and even 
more painful to listen to. The innuendo and 
so-called 'jokes' now grate on the nerves in 
our later years as we find ourselves 
straining to grunt some kind of approval at 
the on-screen ‘fun’. 


Far more colourful than the original 
sepia-tinted 70’s cartoon, T’^HQ's effort 
captures the block-colour backgrounds 
and characters to a T, with scraggy black 
outlines enveloping the 2D images. Upon 
closer Inspection however, it is apparent 
how badly executed the graphics really 
are, especially the sprites with their grainy 
features and jerky movements (particularly 
Bullwinkle’s awful head-butt attack) that 
are not dissimilar to those of a rusty tin¬ 
man on a rainy day. 

Unfortunately, the in-game music 
mirrors this trend perfectly - it is bitty, 
strained and grating. Obviously Influenced 
by the crap 70’s cartoon soundtrack, the 
music flounces along as flowery and 
pretentious as an Easter parade and even 
more nauseating than listening to your 
dad’s James Last collection! 


Rocky Balboa gets tough later in the game as he searches for the Eye of the Tiger. If the 
Italian stallion gets into trouble though, just scream for Adrienne 


Rocky is at hand to help Bullwinkle 
through some of the later levels at the 
helm of a nifty little power boat. You 
can only control Bullwinkle at this 
stage and some Moose Berry-throwing 
is needed against the flying fish 


It just so happens that the game of Rocky 
and Bullwinkle follows the grain of the 
cartoon surprisingly closely. As soon as 
you switch on, a three-way conversational 
intro between narrator and eponymous 
heroes appears for you to read which is 
about as hilarious as inflation, while the In¬ 
game antics barely raise the comers of 
your mouth into a deformed grin. 

Rocky and Bullwinkle (and don’t forget 
their friends!) is a somewhat odd licence to 
undertake in this day and age. Personally, I 
haven’t seen more than a clip of one of 
their adventures since about the time I 
discovered RIbena whilst bopping along to 
Black Lace. 

The game theme Is ludicrously 
straightforward. After the theft of priceless 
artifacts from Rocky and Bullwinkie’s very 
own museum, the dynamic duo go in 
search of the thieves through bizarre 
locations and platform hell. Initially taking 
control of Bullwinkle you can 

headbutt or throw Moose Berries 
(?l) to fend off the foes, and 
throw acorns when 

. controlling Rocky later in the 

game. Apart from that you 
^ must simply stay alive and 

, find the level exits. 




Taking charge of a Canadian Mountie. 
Control both him and his mighty steed as 
you charge to the rescue of a distressed 
damsel by jumping over obstacles along 
the track. An extra life is at stake 


Entering the main game you fumble around 
the somewhat linear levels with a constant 
feeling of frustration. The collision 
detection is decidedly ropey causing you 
to make ridiculous mistakes far too often 
while the sprite control is unresponsive 
and clumsy just when you are in need of 
quick reactions and turn-about speed. 

It’s not ail on a downer though, there 
are two bonus games which appear before 
the start of the game and inbetween levels 
offering the chance to win extra lives, both 
of which are tthoroughly enjoyable 
nonsense. You also have the opportunity 
to play both characters although the game 
does not incorporate a two-player mode - 
instead the roles reverse and you 
undertake the last couple of levels as the 
Rocky the squirrel. 


Watch out for the boulders 
that bounce Into view 
from the background. No. 
they don't scale they 
simply bounce! 


Little invisible mountaineers 
deep down in the gorges 
throw pickaxes in a futile 
attempt to skewer 
Bullwinkie’s winkles 


Collect the flowers to replenish your 
energy levels. I know it ruins a hero’s 
street cred when he’s associated 
with flowers, I mean do you ever see 
James Bond chewing a daisy? 


Robotic mice wander 
mindlessly backwards and 
forwards. Just jump over 
them while their necks aren’t 
doing giraffe impressions 


SUPER CONTROL 


ISSUE 4 


SEPTEMBER 1993 







SUPjEii 



It'S bad enough that Rocky has to fight 
the meanies. but when the meanies 
include Boris Badenov it's a real bummer 


A haunted castle riddled with apparitions 
and ghostly visions is no problem for 
Rocky and his trusty acorns 


T 


The guardians found at the end of the 
mine level are a twin pair of goggle-eyed 
aliens unfortunately armed with 
dangerous lasers. But they're no match 
for a Moose Berry, oohh nooooo! 




* No pirate ship is complete without cannons 
and guns, and ail of them are surprisingly 
still fused. Watch out for the big bangs or 
you'll have roasted winkles 
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Unfortunately though, the unoriginal 
platform design fails to cause much 
excitement as you simply search for the 
exits while avoiding the sparse but 
incredibly awkward enemies that always 
rear their ugly heads at the most 
inconvenient time! The arch villains Boris 
Badenov and Natasha Fatale (also from the 
cartoons) show up in various disguises 
throughout the game but vary rarely pose 
a substantial threat. 

The levels are also far too long with 
the backgrounds and action constantly 
repeating itself as if on a loop, until you 
become so bored that you lose 
concentration. The result of this is a clumsy 
mistake, a flurry of improper and morally 
unsound oral mutterings and one or 
two stamped upon joypads! 

It's also quite abysmal that 
there are no real end-oMevel 
guardians. Admittedly, a couple of 
small sprites about the size of a 




thimble challenge the might of our heroes, 
but before you realise you’re in 
confrontation with a guardian they're 
dead, gone and the level is complete with 
no problems on your behalf. 

But it Is bloody hard. Not the kind of 
hard that will keep you engrossed in the 
gameplay, forever striving onwards to beat 
the villains and save the day; but the kind 
of hard that really pisses you off and 
results in the game finding a permanent 
home in the bln. 

Rocky and Buiiwinkie and Friends is a 
mediocre, OK-lsh, pretty harmless sort of 
creation that is about as speedy as a slug 
and as addictive as a heart- 
attack. The cartoons were 
_ average and in true 

game-licence style, so 
too Is the 
•. resulting 

game. 

ALLIE 
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Annoyingly these 
platforms move and 


Cadzooks, an alien! 

Not quite as ferocious 

BETWEEF 

don't appear to be big 
enough to support the 
weight of a moose 


as Ciger's alien but It 
delivers a short, sharp 
laser bolt nonetheless 

ANO A HAI 


■or 


• ^ 
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ENERGV HIGH 
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Lots of colour J 5 I 

Enjoyable boruis games 
Able to play as both 
Rocky and Buttwinkie 

5 ^ 00000000000000 ^^ 

Iti'S ' ENERGV LOW I’ 

IM-_ -4^- 

No digitised speech 
Badly drawn sprites 
Frustratingly hard 
^ V gameplay 
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HLTERNRTIVE SVSTEM 


lx There are many games licensed 
w from cartoons, but decent ones 
(V are few and far between. If you 
are after a decent cartoon 
A licence, choose from some of 
tA best ones including Turtles 
W IV: Turtles In Time, Pugsley's 
iX Scavenger Hunt, Bart’s 
Nightmare, Mickey’s 
Magical Quest and 
Taz-Mania. / \ 
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^ Super Mario All-Stars is a huge 

16-meg cart containing Super 
Mario Bros, Super Mario Bros 2, 
Super Mario Bros 3 and Super 
Mario Bros USA (although its 
title will be changed to The Lost 
Levels for its UK release). The 
latter never having been seen outside of its 
disk-only release on the Japanese Famicom. 

Spanning eight years of NES history, 
the Nintendo Mario games have taken all 
corners of the globe by storm. Mario 3 has 
become the biggest-selling video game of 
all time v/ith in excess of 11 million units 
having been shifted since its release in 
1990! 




Nintendo’s first mega-hit, paving the way 
for future Mario platform antics in the 
mysterious Mushroom Land. 

Mario and his friends haven’t looked 
back since, starring in numerous top-selling 
adventures such as Mario Land on the 

Game Boy, the incredible Mario 
V 3 on the NES and Super Mario 
A World on the trusty Super 
n# Nintendo. 


Mario has been the official 
mascot of Nintendo since 
1985. 


Making his first appearance as 
an obscure carpenter in the 
Donkey Kong arcade game in 
1981, it was some two years 
later before the dungaree- 
clad hero suddenly ^ 

became a plumber 
and assumed the / 
name Mario in the I * R 
platform puzzler Mario ^ 

Bros. 

1985 saw the release of 
Super Mario Bros on the NES. m 

Joined by his Italian brother ^ ’ 

Luigi, Mario’s newest ^ 

adventure became 


Super Nintendo 
^ owners partial to a 

of Mario 

tomfoolery may In 
% i the past have looked 
^ upon the classic, 

older Mario releases 
with a degree of 
jealousy. Sure, we’ve got 
what is arguably the best 



instalment in the series with Super Mario 
World, but we lack the earlier pipe- 
plumbing games that so many people have 



enjoyed throughout the world. The 
forthcoming Hornby Superdeck 
adaptor would allow SNES owners j 
to run these precious NES carts m 
on their Super Nintendos, but | R 
surely the ultimate solution U 

would be to release those earlier ^ 
games as a compilation on one ' 
game pack? Much to our delight, this 
is exactly what Nintendo has gone and 


done! 







This is the only Mario game to use a form 
of heaith meter (ie two hearts) as well as 
big and little Mario 


jflWS CHANCJ?? 


Walk through the eagle's mouth, my little 
fungal friend, and all will be revealed 












Unlucky, I guess that you didn’t collect 
enough coins to get the bonus 


Vi-: 








walk through this door if you dare. Of 
course, if you don't dare, you wasted all 
that money on a game you won't play 


s. j r 

i 

^ l>I.Er)SE SELECT J 

tSi * »>LfiVE*? ? 
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I * ^ 
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1?^ EXTRA LIEE- • • 5 


Wow, freaky! The princess has gone 
behind the screen, everything's backwards 
and dark and stuff...like she's in the telly! 


A door, a wall in front of it and apparently 
no way of getting through it. Fortunately 
in this game Mario has grenades 


This is the only Mario platform game that 
allows you to choose someone other than 
Mario or Luigi to play 






Just when you thought things were 
getting boring, Mario decides to put a 
radish on his head, as you do 


Why is it that sprites in video games 
always look as though they are doing 
something rude when they climb up vines? 


Although each Mario adventure is a 
completely separate game in itself, they all 
revolve around the same basic game 
design. All the games have common 
enemies such as the easily squashable little 
Goombas, the Koopa Troopa armies, pesky 
piranha flowers that leap from vertical 
pipes, buzzy beetles, airborne cloud 


Mario's creator Is Shlgeru 
Miyamoto who Joined 
Nintendo aged 24 after 
graduating from college. 


This represents 
Nintendo’s finest 
moments over the last 
eight years - four 
/ superb Mario games 
that have been 
previously unavailable to 
Super Nintendo owners. 
Presentation quality has been 
updated admirably to ensure that all 
four games can compete with the 
best on the Super Nintendo, while 
the gameplay still remains intact. In 
some ways Nintendo's decision not to 
change the gameplay gives this cart a 
historical importance In the world of 
video games, allowing the player to 
compare at close hand how the Mario 
gameplay has developed over the 
years. Yes, it is expensive on import at ( 
the moment, but with all this fun on one 
cart it is very nearly worth the money. 

JOOLS 
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Balancing on a log over a waterfall 
Is kind of a strange thing for a 
piumber. Not for Mario though, 
the world's favourite piumber 




mm 


assailants called Lakitu and the evil sorcerer 
Bowser. Bonuses and power-ups are pretty 
much identical throushout, apart from the 
fire flowers absent from Super Mario Bros. 

Graphics and sound have all been 
spanked into touch - the graphical 
improvement elevates the formerly dated 
look to the dizzy heights of even the best 
SNES platform games. Sound FX is perfectly 
realised and all the recognisable Mario 
themes are present and remixed. Even 
some of the quirks and bugs have survived 
the translation, such as the infinite 1 -Ups on 
stage 6-3 in Super Mario Bros and the 
bits where you are able to walk 
through solid walls! 

There are 16 save slots liberally 
dispersed throughout the four 
games, a welcome feature especially 
in the huge Mario 3. 

Super Mario All-Stars should 
therefore contain enough 
platform action to keep 
most gamesplayers R Bm 

captivated. 


c;mE)tis0S 


Moving platforms with very long drops 
below them! Mario 1 has all the old 
favourites 
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Find the secret route to here and you can 
skip a few levels 


These new improved castles are one of 
the best graphical bits on the cartridge 


This painfully small Mario seems 
determined to leap off and top himself 


It’s dark, it's quiet, but you are about to 
rescue a mushroom. Feeling happy? 


Each world has a distinctive style as 
shown in these screens at the beginning 


’Koopa Trooper, beams are going to blind Big flowers! They may look pretty but 
I me like they always do' don't mess with the vegetation 


Coombas, absent from Mario 4, are here 
aplenty in Super Mario Bros 


QicmaDeQ 

■nDsonns 


Super Mario All-Stars will NOT work on 
any UK/PAL SNES, even with a convertor. 
There IS a solution to this though. Using 
a Super FX compatible Action Replay, 
enter the code: 

0080 3280 

and you will be able to play the game on 
your UK SNES. Ingenious - I’m sure you’ll 
agree! Big thanks to DATEL for this 
useful information. 






The funny tunic and red Jumper signify 
that Fire Mario is on the case 


Fire Mario makes an appearance flinging 
fireballs around like nobody's business 


It may look innocent enough just sitting 
there, but that cannon is deadly when it 
fires 


Plenty of trouble here, even for the most 
intrepid water-pipe technician 


Another vignette, this time showing 
Bowser's castle in all its menacing glory 


At the end of each level is a flag. If you 
manage to grab hold of it at the top of the | 
pole a 5000 point bonus is yours 
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Cot you! There’s nothing quite so 
satisfying as ieaping on top of a 
Coomba 


If you're the fuil-size Mario these 
groups of bricks can be destroyed. 
They may reveal a bonus block 


These jellyfish behave a iot iike 
the ghosts in SMB3 and SMW on 
registering your movement 


Congratuiationsi But there's 
plenty more to do before the end 
of the game 


Loads of coins, but unfortunately 
Mario has Just bought the farm 


wmmm 


SMB3 contains a separate two-player 
battle game where Mario and Luigi fight 
to knock each other out 


Find the right switch and those coins 
turn into a platform. From there you 
can get to the pipe and to a secret room 


wey-hey! It’s a mushroom! Collect this 
and you'il grow from being a little Mario 
to a big Mario 


Another bonus level. Cosh, how are 
you managing to contain your 
excitement?! 


The underground cavern has to be one of 
the most graphically impressive in the 
game 


Check out the quaiity of those green 
hills! Out of the four games SMB3 has 
the best graphics of the lot 


^ Had it>>een out 

officially and therefor^ 
t cheaper. Super Mario 

vf All-Stars would have 

ysuperb value for ^ 
money. Just think, four^ 
Mario games on one 
cart...awesome! But as it stands, I ^ 
think it's just too darned expensive, il^ 
mean we’re talking £95 here - for that 
money you can nearly afford a Street 0 
Fighter 11 SNES pack. Price aside, the 
Mario All-Stars pack is quite simply one 4 
of the finest platform games around. If 
you’ve experienced any of the games 
on the NES you’ll know Just how | 
playable they are, and with their 
revamped graphics the four games are 
now really quite excellent. However, my 
advice Is to wait for the official release. 
Don’t worry, you don’t have very long f 
to wait. Just until the end of August 
ALEX 


it's little Mario, but he's a long way up 
and one mistimed jump could mean big 
trouble 


These plants get everywhere. Super 
Mario Bros 3 features plants that 
breathe fire 


The first of the Mario games to feature a 
map that gives you choices about where 
to go and which level to take on 


Head-butt the blocks to reveal all sorts 
of bonuses - some will be good, some 
will be bad 


It took a team of 16 people 
over three years to 
complete Super Mario 
world on the SNES. 


Originally unleashed in 1985, 
Super Mario Bros became the 
first Mario game to develop 
” platform game design a step 
further than play on a single screen. 
Scrolling worlds inhabited by strange- 

> looking turtles called Koopas could be 
explored to the full, whilst you as Mario 
frantically leapt around to survive their 
clammy grasp. Luigi, one half of the 
titular twosome, offered his services to a 
second player. Needless to say, the game 
became the flagship for the newly released 
Nintendo Entertainment System. 


Super Mario 3 is the granddaddy of them 
all! Bowser is back, this time with his seven 
children in tow, namely Larry, Morton, 
Wendy, Iggy, Ludwig, Lemmy and Roy (a 
team later to reappear in Super Mario 
World). 

Together the Bowser family have taken 
over the seven realms of Mushroom Land, 
where Bowser’s offspring proceed to roam 
free causing trouble and strife amongst the 
locals, while Bowser sits It out in some 
distant castle. The poor old Mushroom 
people, forever at the receiving end, have 
been turned into monsters using the King’s 
wands. It Is now up to you in the guise of 
Mario to defeat the wicked Bowser family 
and restore Mushroom Land to its former 
glory. 


Super Mario Bros 2 finds our intrepid 
moustachioed hero trapped inside a terrible 
nightmare. Upon entering a door within 
one of his dreams, Mario finds himself In 
S the strange and mysterious world of 
^ Sub-Con, a kingdom ruled by the evil 
^ Wart. 

Undeterred by devious platform 
designs, multiple meanies sporting hockey 
masks and parsnips, Mario sets out with his 
brother Luigi in two-player tow to rescue 
Princess Toadstool. 


The Super Mario Bros 
movie premiered in May 
1993...and turned out to 
be a compiete fioater! 


Mario is named after 
Nintendo's first warehouse¬ 
keeper, Mario Segaii. 
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That is very close. Move 
one pixel closer and Mario 
will be history 


Luigi contemplates the prospect 
of being flung into the air by this 
spring 


With each of the four games 
having four save positions you 
can have a go at a bit of each 



COURSE CLEfiR ? 
YOU GOT fi CARD 1^: 











.-Jj 

















That's a level complete. Collect the bonus cards at the end and 
you can use them as you go into a level 



There are plenty of Koopas about. These with the red shells are 
especially nasty 


SMB3 contained for the 
first time a flying Mario - 
seen here, although he 
isn't actually flying... 


The Lost Levels (called, rather confusingly, 
Super Mario Bros USA on import versions) is 
a much harder variant of Mario 2. This is the 
only game on the cart v/here the player can 
choose to play either Mario, Luigi, Toad or 
Princess Toadstool. Each character handles 
differently to the others, with Luigi being a 
bugger to get to grips with due to his 
overstated inertia. 


Graphics on ail the games have been 
beautifully redrawn. Play-wise, well, what 
can I tell you? Sprite control isn’t quite as 
intuitive as Mario World and the Inertia 
seems just that little bit more severe - but 
who cares? Screaming at the screen in 
frustration has never been so much fun! 

There’s no denying that Mario All-Stars 
represents outstanding value for money, 
but NOT on import though - £95 Is too 
much to pay. Wait until September 
when you’ll be able to snap it up ^ 
for around £45. This could be r 
the Sale of the Century! 

PAUL 



[uoii i-o^aV ' ► ► ► h- ► J»- 


i ! 

. 1 

, M -VO o a o o»Or4 


i I 



iHi 

\ i.—OOOCCrl 

iHl I 

^ 






II 


Two-player fun again, with little Luigi 
leaping about and Mario determined to 
slow him down 



Again Luigi is victorious, can 


H H anyone stop him upstaging his big 


-^1^1 aiiywiic 31 

». H#;.. ^ ^ ^ ^ brother? 

U.IMJ . 





Superb graphics 
Incredibly playable 
Massive challenge 
Amazing value at UK 
price 
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HOUSE: NINTENDO 
ORIGIN: JAPANESE 
PRICE: £95 
PLAYERS: TWO 
TYPE: PLATFORM 
COMPENDIUM 


WARNING 

IXCISSIVI VOLTAGI 


CHANCI OF FATAL SHOCK 
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No. it‘s not the big yellow 
fun bus. it's the end of the 
level-yay! 


Tom's traps become more intricate as 
you progress. He must have thought 
redUy long and hard to come up with 
th^se sendbag crushers . 


, Question: Why do cats 
hate mice? 

V,, Answer: Because they 
entire 

' ' " same to themselves, 

' that’s why! 

Tom and Jerry are 
team players and the potential is certainly 
there for a smart SNES game based on 
both characters and their relentless 
squabbles. It therefore seems rather 
puzzling that the programmers at Hi Tech 
Expressions decided 

_ to plump for a 

Jerry- 

heavy 

suprisingly few sightings 
of good old Tom. 

If you’re an avid Jerry fan 
this game presents you with 
plenty of Jerry-related japes, as he 
leaps from platform to platform and 
from tree to tree, yes, it’s a platform game 
folks! In some sudden flash of inspiration 
the game’s designers came up with this 
amazingly original concept for a computer 
game. How unusual, especially for a 
licensed game. Okay, okay - enough 
sarcasm! Platform games are great if done 
well, but to my horror Tom & Jerry turned 
out to be a complete floater. 

Unfortunately Tom wasn’t the only 
thing I found lacking in the game. Where 
. were the beautifully drawn Warner 


Brothers’ cartoon characters, the 
precarious platform layouts to test our 
skills and the action to hold our interest? 

Playing either Jerry as player one, or 
his nappy-filling cousin Tuffy as player two, 
the rodents start out on a quest from their 
mouse hole deep in the heart of the city. 
Tom isn’t present at the outset, but his 
brief appearances as the end-of-level 
guardians (complete with his army of 
spiteful friends), ensure that each of the 13 
levels present some sort of challenge at 
least. 

The difficulty curve shoots skyward 
midway through the game, but the 
challenge presented doesn’t compare to, 
say, Mario World. Succeeding at this game 
is not a matter of playing the game with a 
dextrous or skilled approach, it’s more a 
case of surviving against increasingly 
overwhelming odds. 

CAT-ASTROPHY 

No brain power is required to succeed in 
Tom & Jerry. It’s a fairly straightforward A 
to B-type platform game, avoiding the 
badly-defined sprites as you progress! The 
collision detection had me screaming at 
the screen - true, the inertia took some 
getting used to, but I’m sure the sweat on 
my hands had absolutely nothing to do 
with the annoying habit Jerry had of falling 
off platforms whenever he bloody well felt 
like it! 

The first glimpse you’ll see of Tom is 
on the appallingly drawn title screen and 


from then on In both visually and aurally it’s 
a one-way trip down the pan. The ‘trash’ 
backgrounds on level two’s Building Site 
scenario look more like screen corruptions 
than anything else I’ve seen! The sprites 
are some of the worst I’ve ever known on a 
SNES game, lacking definition, style and 
colour. 

The Jerry and Tuffy incarnations are 
OK I suppose, but when a supposedly 
state-of-the-art SNES game looks more like 
one of the many NES platform games on 
the market, you know you’re in for a rough 
ride. 


The recognisable Tom & Jerry theme is in 
there, which managed to conjure up a 
smile on my weary face. However, it’s 
hardly a particularly orchestral or accurate 
arrangement of the T & J theme, sounding 
a bit beep, bleep, bleepy! 

As mentioned earlier, Tom is not seen 
much until fairly late in the game when he 
appears as the end-of-level guardian 
towards the end of the stages. Despite 
being a bit of a Tom fan myself, this really 
didn’t bother me that much because the 
game is absolute rubbish from the outset! 

There are no redeeming features that I 
can think of about this game, and there’s 
absolutely no way I’d recommend that 
anyone buy it! Unfortunately, Tom 
& Jerry must go down as one of 
the biggest wastes of a superb , ' 
licence to date. 
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I’m sure a lot more 
could have been 
done with this if 
anybody had ^ 
J£^ bothered to 

spend some 
time on it. There’s 4 
over 50 years of cartoon heritage to 
plunder and all that is produced is a < 
dull platform game that really has 
nothing more to do with Tom and 
Jerry than the Two Ronnies have to do 
with comedy. What happened to Jerry 
trapping Tom’s tail in a mouse-trap? Or 
Tom putting Jerry between two slices 
of bread and trying to eat him? Tom and 
Jerry lacks Imagination, flair and the 
possibility of anybody enjoying it. A 
waste of a license with great potential. 

JOOLS 


otd^om! 

iiiiriiiTTifilpi fii oniy^ appears 
here on !iiH;|rfiMde screed 


ierry finds 
skate culture 
and becomes 
a totally sad. 
rad skate kid. 


jwsiialiHII 




HOUSE: HI TECH 
EXPRESSIONS 
ORIGIN: OFFICIAL 
PRICE: CTBA 
PLAYERS: ONE/TWO 
TYPE: PLATFORM 
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“And she's 
dimbthg the 
NO! NO! NO! Attv 
more of that and 
you^re oiit of this 
music store, 
Wayne] 


Wooodwf It'S Cairth, 
my friend from 
Aurora. Illinois! Party 
on earth! Party on. 
sphincter-boy! 


ABSOLUTELY NO STAIRWAY TO HEAVEN! 


WAYNES 


The guitar seen here is a limited edition 
Fender Stratocaster with patent applied 
for humbucking pick-ups. The guitar next 
to it is an inferior copy. Wayne's World... 
for those who know the difference 



A number of excellently-placed distorted 
chords soon succeed in reducing the 
monster to rubble, way! 


, . « If you haven’t caught even pranks as singing live with Aerosmith and at 

the tiniest glimpse of the one point ‘having’ Madonna! A dubious 
Wayne’s Worid movie honour indeed! 

P H recently, I presume that 

you are in-the-shape-of SCHWING YOUR PANTS 
^ the dweeb. You’re a In the game, Wayne’s trusted, bespectacled 

dweeboid. Dweebalicious. sidekick Garth, has been kidnapped by the 
Where have you been? The movie took pixelated purple goon Zantar, the 
the world by storm with its off-the-hip, gelatinous cube. No way! Way! It’s up to 

streetwise diaiogue, hilarious characters Wayne to save the blond dream-weaver 

and subtle satirisation of the heavy metal from a fate worse than front row centre at 

genre. 10 out of 10 on the schwingometerl an Abba reunion! 

Just like the film, the game centres Armed with little more than his trusty 

around the expioits of TV show host Fender Strat’ and the pant-blowing power 

extraordinaire, Wayne Campbell - the host of the Schwing, Wayne must negotiate the 
with the most and a TV studio In his twisted mazes while eradicating all of 

basement. ‘Wayne’s World’ is the public Zantar’s henchmen In the process. You have 

access TV programme hosted by Wayne no choice but to take on the purple- 

and his sphincter-like buddy. Garth. On headed goat-blower because if Garth hurls, 

their show they get up to such diverse Wayne’s World will never air again! 



Kramer’s music store, once a regular 
haunt for Wayne, is now disturbingly 
different. The instruments are alive and 
hostile and there are platforms everywhere. 
Another platform game?l Yep, laugh, cry 
and hurl your way through four long and 
arduous levels to confront Zantar, purple 
putridosity of the first degree! 

Wayne’s ‘worthiness’ is his life and you 
get five worthy points to begin with which 
reduce if you are hit by any of the 
dweeboid monsters whilst platform-leaping. 
Reduce your worthiness to zero and it's 
time to pray to the great pot God as you 
hurl Into the pan with a cry of "We’re not 
worthy!’’. 

Axe Guitar power-ups must also be 
collected on the way if you’re going to 
stomp out the gimps. You start off playing 
single chords that cause minor destruction. 



Caith you 

mutha- 

gimper! 

You’re 

within my 

grasp but 

then 

suddenly 

you’re 

snatched 

away by 

the 

bulging 
purple fist 
that is 
Zantar! 


ITEMS OF WORTHINESS 


1 SCHWING 1 

WORTHINESS | 

» Similar to Alex's silent 

..K methane parcels, the 

W Schwing item will clear an 

entire room of ail living 
beings. Party on, Wayne! 

V. 

1 am worthy! Worthiness is 
Wayne's key to success. 

Collect as many of these as 
possible or worthlessness will 
end your game 

1 HEART 1 

AMP 1 

i' ■ i collecting this originally- 

1 ^ . shaped Icon will earn Wayne 

L j an extra crack at zantar. I am 

thanking you 


Larger chords and therefore 
larger destructive power. Can 
be played in rapid succession 
which is handy for those 
dweeb-filled levels later on 


AXE GUITAR 


Upgrades your Fender Strat' 
Bullet to a fully-fledged 
Stratocaster, virtually 
doubling its destructive 
power 


DISTORTION 


PCB GUITAR 


I 


Collecting the Pre-Corporate 
Buyout icon will increase your 
chord power threefold. Good 
news for Wayne, but bad 
news for the neighbours 


MEGA AMP POWER 


Stamp on the distortion 
peddle for twisted chord 
bolts. Not much use. but It 
improves the guitar sound 
no end... 


Huge chords can be strummed 
If you collect this baby. This 
wider destructive arc is 
handy for the scabby end-of- 
level guardians 


CHORUS POWER 


Plays three chords at once! impress your friends and 
petrify the enemy at the same time. Avoid the self- 
indulgent solos though... 
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^ Soins to 1 

bore you with any ^| 
sarf'^ayne-isms, 41 /i 
jJr ' Paul has provided 
fm 1 k enough to last a , • ''i 

■ fffetime. This '^IM 
game is really quite J 
difficult with its slightly ^"1 
r ^ distorted collision detection and J 
abundance of bizarre enemies. J 
Although highly amusing to begin with, A 
the "We’re not worthy", "Not!" and ^ 
other such humorous samples soon M 
become tiling. The most painful thing 1 
for me was the atrocious renditior^ of J 
Queen's &> Rhap. Oh, the blasphemy! j 
ALLIE i 


WOHWht you iHte a W-ft system th*s 

right - you wish! Maybe if you owned the rights 

to Wayne'S World your stereo would be as worthy 


HOUSE: rHQ 
ORIGIN: US IMPORT 
PRICE: £41.99 
PLAYERS: ONE 
TYPE: PLATFORM 


I/I/QRU7 




Donuts galore! Eat 
through these and 
you’ll definitely hurl! 
But if you’re gonna 
spew, spew into 


the Bubble Men in EA’s BOB! Major loss of 
cool points here! 

The platform action is fairly smooth 
and the pressure is piled on thick and fast. 
Wayne’s World reminds me of the platform 
shooter BOB (reviewed in issue one) as 
mentioned above, which was programmed 
by the same team (Gray Matter) funnily 
enough, and is Just as bloody hard! The 
difficulty level will boost lastability for 
some, but I found it very frustrating and 
unplayable at times with insufficient 
emphasis on the skill aspect of the 
gameplay, while the platform layouts are 
hardly the pinnacle of game design. 

Wayne’s World is an excellent 
game...NOT! (it had to be said!) I thought 
that maybe T’^HQ could redeem 
itself with this game, but alas, it 
is not to be. I laughed, I cried, 
but unfortunately, I DID hurl. 


but collect the right icons and it’s power- 
chord city! If things begin to get a little too 
hairy there’s always the Schwing to 
consider. Activate this hip-gyrating move to 
smart all on-screen enemies. That’s about all 
Wayne has to remember! 


First thing to grab your attention will be the 
excellent sampled speech taken directly 
from the movie. "Excellent", "Schwing", 
"Not!" and "Not Worthy!" are all superbly 
reproduced and add to the presentation. 
The rest of the sound is another matter 
entirely. The so-called powerful Rock & Roll 
soundtrack boasted about in the box blurb 
is bleepy shite, with the worst piece being 
the rendition of Queen’s Bohemian 
Rhapsody as encountered in the mid-level 
intro section. It really sucks farts from a 
dead cat. 

The graphics are well animated on the 
whole and the Wayne sprite Is distinct and 
humorous. Some later-level sprites are quite 
dodgy (The Donut Guardian is a joke!) and 
the Donut Monsters are ripped straight from 


The Pete Townsend scissors method Is a 
good way of loosing the powerchords off 
towards the hideously deformed Donut 
Guardian 


Arghhh! The Psycho Hose Beast makes her 
appearance at the bar. No, she doesn't 
give you a gun rack for your birthday, she 
attacks without mercy! 


This fat-boy bouncer will flatten your 
Wayne if you're not careful, and this 
grinning evil terror will breathe stale 
curry breath into your face 
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Crease Donut 
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monsters are formed 



from all those 
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disgusting bits of 



food that lodge 
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themselves down the 



plug-hole after you've 
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emptied the water 
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HUNGRY^lKE THE WOLF 


_I 



Aboard the giant battle-cruiser 
you get the first taste of enemy 
blood. This level is short and 
therefore easy, but mind you 
don't get toasted by the 
afterburners 


Rain pours down in the dense 
forest. Strange lizard creatures 
slither along the tree branches, 
but the biggest threat is the 
menagerie of poisonous plants 
that plague the path ahead 




inside the infested temples, 
insects run amok. Huge ants try 
to bite your face off. while giant 
maggots crawl from the ground 
and gnash away at your frail 
flesh 



Dodge the spiked platforms 
above as the cargo elevator 
crawls to the top of the Chimera 
base. At the top. a complex of 
walkways and gantries leads to 
Draxx's inner core 


The last level Is crawling with 
Draxx’s soldiers who have orders 
to kill on sight. Spiked floors 
make bonuses seem unreachable, 
but there's nearly always 
another way round 



SNIFF MY ASS. POO 



The final encounter with Draxx. Blast the bald one with telekinesis but watch out for his 
homing mind bolts. He curls into a ball and rolls along the ground to knock you over 


The flashing 
shield offers 
temporary 
Invincibiil^. 
leaving you to 
concentrate 
on blasting 
the enemies 
rather than 
avoiding 
deadly traps 




Wolfchlld is a shape-changer. 
He can change his form in the 
same way Dracuia can 
metamorphose into a bat, rat 
and virtually anything else that 
goes bump In the night. 

Wolfchiid’s shape-changing 
abilities aren't quite as good as the 
vampire’s however, as he can only 
transform from man to wolf - pretty 
useless really as this just gives him the urge 
to sniff any arse in sight and pee up 


mw 0)^ mm 

Virgin's Wolfchlld is a platform shoot'em-up 
comparable to the likes of Super 
Probotector. It’s only a one-player game 
though, casting you as Saul, the Wolfchild. 
Wolfchlld Is the result of an experiment 
cross-breeding littie boys with Alsatian 
puppies. Well, that’s not strictly true but it 
would be more exciting than the real 
scenario in which Saul is given the power 
to transform from a man into a wolf 
predictably to avenge his father's death. 
Defeating Draxx is your destiny, and he’s 
hiding out on some remote island that 
apparently belongs to Richard Branson... 

Saul in human form is faced with wave 
upon wave of armed soldiers. The enemy 
can be defeated simply by punching their 
lights out, providing you avoid the laser 
blasts they fire. This Is all too easy because 
the enemy soldiers aren’t too bright - just 



The circular-saw blades can either be 
Jumped over or dodged by waiting untii 
the blade reaches the top of its swing, 
then running past 



L 


02 


If fix 




Attack of the giant shrimp as the gargantuan sheilfish pops its head out of a tin can! 
Jump up and biast its face off. but watch out for its kiiler shrimp roil 
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duck to avoid their shot. Within seconds, 
Saul will reach the first vitality orb that 
allows him to change from man to wolf. 

In wolf form Saul Is more powerful and 
can sustain more hits. His hairy legs allow 
him to leap further and smash rocks by 
landing on them, inside a boulder you'll 
often find a bonus - these can also be 
found in crates or often just lying around. 
These include energy top-ups and point 
boosters, as well as a selection of weapon 
power-ups. 

There are eight weapons in all, starting 
with the basic unguided mindblast. Then 
there’s the dual shot which allows Saul to 
fire twice as fast, while the arc bolt is 
perfect for attacking enemies below. The 
flamer travels horizontally and blasts its 
way though anything, while a homer will 
seek and destroy the nearest threat. The 
plasma ball found much later in the game 
wounds the enemy four times if it hits and 
the three-way sends out energy in yep, 
you’ve guessed it, three directions. Finally 
there’s the boomer which hurls out a wave 
of energy that arcs out to the front then 
turns around to shoot behind you. I 
reckon you’re better off sticking with the 
homer or flamer. Saul also has a limited 
supply of smart bombs that wound 
everything on screen. 

Mi 

As mentioned before, Wolfchild plays a bit 
like Super Probotector in the waythat you 
have to run like hell, shooting everything 
that moves. It’s not quite as linear as 
Konami’s blaster though - rather than just 
running to the right, you have to explore to 
find bonuses hidden in little nooks and 
crannies. Although this takes a bit more 
thought, the result Is still not as exciting as 
Probotector. Wolfchild hasn’t really got the 
same addictive quality, it’s playable, but it 
won’t grab you from start to finish like 
Konami’s classic. 

Each level, of which there are five in 
Wolfchild, is protected as always by a 
guardian. This is where most games use 
Mode 7 to create awesome enemies, but 
Wolfchild is a bit disappointing in this area. 
The first guardian is the only one which 
uses flashy graphics to any extent and 
even that’s not particularly Impressive. Even 
the last boss was a great let-down and was 
far too easy to reach as well. 









r*l BOOMiR 

1 ^ Fires a 

boomerang of 
energy that 
I whizzes back! 


PLASMA 

BALL 

The most 
powerfui 
weapon, but 
fires erratically 


BASIC 

Bog-Standard 
weak 
weapon 
that's slow 
to fire 


THREE 

WAY 

Fires a 
wave of 
three 
blasts 


HOMER 

Will seek and 
destroy the 
nearest 
enemy 


FLAMER 

The flamer 

smashes 

through 

virtually 

everything 


ARC 

SHOT 

Fires out 
straight, 
then arcs 
downward 


DUEL 

SHOT 

A rapid-firing 
version of 
the basic 
shot 


HOUSE: VIRGIN GAMES 
ORIGIN: AMERICAN 
PRICE: £ 37.99 
PLAYERS: ONE 
TYPE: PLATFORM 








The energy-sapping spikes can only be crossed by hitching a lift on the back of the leech. 
Don't get too friendly though, because the green thing tends to suck up to you 


The green mutold giant has the power of teleportation and appears In pre-set places on 
the screen. Learn his attack pattern and then wait for him to appear 




Immensely playable 
Functional graphics 
Atmospheric 
presentation 


Swooping in from above, the winged 
eagleman starts by bombing the ground 
with napalm. Jump over the explosion, 
then jump up to attack, watch out for the 
three plasma balls he chucks 
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No real challenge 
Some of the guardians 
are a bit naff 


I can guarantee that you’ll find all of 
the bosses a complete doddle to defeat, 
particularly on the easy level. Equipped 
with infinite continues, Draxx is about the 
only challenge in the whole game. It does 
get harder on the other two difficulty 
settings, so I suggest you leave the easiest 
mode alone and head straight for normal 
or hard. 

Although it doesn’t look particularly 
outstanding, the sound and graphics are 
functional. As the game is based on the 
Amiga original It looks very much like an 
Amiga game -1 wish it had been spruced 
up a bit more, using more of the Super 
Nintendo’s capabilities. It is pretty 
atmospheric though, especially the second 
level set in the dense jungle in the middle 
of a thunderstorm. On the whole Wolfchild 
is a playable platform romp that 
is OK, but not particularly r 

outstanding. 

ALEX 


In human form, 
Saul is weak and 
weedy... 


RLTEHNflTIVE SVSTEM 


Crab the vitality 
orb and the 
transformation 
begins... 


I've said it before and I’ll say it 
asain, Super Probotector (87 
per cent) is probably the finest 
SNES platform shoofem-up. Just 
out officially is Alien 3 (83 per 
cent) - very atmospheric and 


highly recommended if you like 
the films. Also Super {a-1 

Ghouls 'n' Ghosts (83 jfv 
per cent), old but ^ ^ 

still good. jX 0. 
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Until Saul finally 
transmutes into 
the savage 
wolfchild 
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By collecting gold coins you can buy items 
such as invincibility and extra energy 
from vending machines 


Remember the hovercars in the film? Well, they’re herei As well randomly moving about 
and generally getting in the way, you can stand on them to get to higher places 











By exploring higher reaches of the levels 
you can find all manner of interesting 
objects - usually a nasty enemy rather 
than a tasty bonus 
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Rolling thugs hurl themselves down the screen, while you try and move up it 
whilst jumping between these moving platforms - it's not easy, I can tell you! 


Super Back To The Future has a password 
system - thank God! Enter the code as if 
you were entering a year in the real time 
machine 


EnreR ^qur eooe 



Apart from the fact that 
Back to the Future li is a 
couple of years late (at 
p pretty 

badly. Controllins Marty 
really annoyed me - the 
’spin attack’ technique 
seemed to be more luck than 
judgement, not helped at all by the « 
sluggish joypad responses. Sure the 
graphics are cute and colourful (Too 
cute perhaps?) and the Back to the 
Future theme tune is excellent, but I 
disagree with Allie on this one. 
Compared to such quality titles as 
Mario All-Stars, Alien 3 and Shadowrun, 
Super Back to the Future seems DATED 
by comparison. A strange time paradox 
or a crap game? You decide. 

PAUL 


against you, causing you to miss platforms 
that you obviously landed on successfully 
and get hit by obstacles which you have 
clearly avoided! 

The reaction times of the Marty sprite 
are also very sluggish and unresponsive - 
we found that Marty has a bit of a hard 
time obeying orders to 
jump and instead falls off 
the platforms like a AflH 

Lemming! ^ 


year 2015, Marty discovers a passion for 
the hoverboard and the existence of Biffs 
quirksome grandson. 

Super Back To The Future 11 is a simple 
platform based romp for one player, its 
basic objective being to find the exit to 
each stage and defeat the ensuing 
guardian of which there are many. As 
already mentioned, the levels are 
reasonably linear - there are a few dead 
ends but as a whole It’s Impossible to get 
lost at any time, resulting in little in the way 
of an exploration element. 


But here we are in 1993 and the Super 
Nintendo game finally surfaces in Japanese 
stores. "Mum, have I seen a film called Back 
To The Future?" "Yes dear, but you were 
very young so you might not remember It!" 
So why the delay? Without pestering the 
Japanese developers we will never know 
why, but the game obviously hasn’t had 
four years of hard work devoted to it - it 
may be good, but not THAT good! 


I’ve always been under the 
impression that film licences 
are supposed to coincide 
release of the film 
on which the game is based. 

I would have thought that it 
would be good marketing sense 
to make sure that the game in question will 
be available when your target audience are 
currently scrambling to see the film. 

But I’m obviously wrong. It’s been 
nearly four years since Back To the Future 
11 hit the cinemas nation-wide, and even 
the video has been reduced to a shameful 
existence gathering dust on video library 
shelves. 


Following the film theme closely, the game 
thrusts our Marty McFly sprite backwards 
and forwards through time and numerous 
pretty parallax backgrounds, thanks to a 
password system and the 
wonders of modern 
technology. Exploiting the 
/ hoverboard aspect of the film 
- * to the point of overkill, Marty 

■hI McFly scoots through the 
BBI/ somewhat linear levels batting 
the opposition out of the way 
^^■1 with his acrobatic antics. 

5*1 Accompanied by the familiar 
sounds and digitised tunes from 
— —— I the movie, Marty 
SSSSSBII^KI[m confronts arch- 

enemy Biff Tanner 

^ i ff various time periods 

-- i; Beginning 

drawn out 
confrontation in the 


By collecting coins scattered throughout 
the levels you can activate vending 
machines, from which you can obtain 
various bonus items such as extra energy, 
invincibility, shields and even extra lives. It 
is a shame that the developers failed to 
make anything more of this idea as it is 
fairly easy to get through the game without 
seeking anything more than extra energy. 
Maybe the necessity to buy objects which 
would allow passage to the next level 
would have generated more need for 
exploration, and in turn distracted the 
player from the linear design which the 
game tends to adopt. 

Another downer is the poor collision 
detection. At times it can work in the 
player’s favour in certain scenarios in 
certain games, but unfortunately in Super 
Back to the Future 11 it tends to work 
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YOU refuse to help Biff on a dangerous 
mission and he gets a iittie nasty! Using 
the TVs in the 80's diner to help you. Biff's 
grandson can be easily defeated, 
providing you avoid his giant baseball 
bats 


Now that you have mastered the 
hoverboard you take on Biff's grandson 
for one final time, using the fountain as a 
weapon as well as your hoverboard. bat 
Biff's grandson through the town hall in 
the background! 


Back in the alternative 1985 you journey 
thorugh a giant skyscraper. What role 
this goon played in the film I'll never 
know, but nevertheless here he is 
threatening you with a euphonium and 
deadly musical notes 


The road to Biff is a long and hard one. 
littered with danger and the need for 
bravery. Before you get to Biff you will 
have to face his goons again, this time in- 
between the air ducts and pipes riddling 
Biff Tanner's prestigious skyscraper 



' really isn't my cup 

of tea. All that flipping 
around on a 

M f) hoverboard does ^ 

y nothing for me. As Allie 
said, it had the 
potential to be a fast- ijg 
moving race around loads of ramps 
and stuff, but instead falls into the i 
trap Bubsy did - it encourages you to 
go quickly, but the minute you do the 
game chucks a big enemy In your way. 

You need very fast reflexes to even 
stand a chance of surviving. Also, the 
levels are too long and tortuous. If you 
get killed late on in the level you get 
sent back an awfully long way and have 
to go through all the aggro again. I like 
its look but not the way it plays. 

JOOLS 


You wouid think that with steep 
declines such as these, the game would 
whiz by with speed resembling sonic or 
Bubsy. Not so. matey-peeps! 


V However, all this said and 

done, the gameplay is still 
very enjoyable. The high 
difficulty factor and the welcome Inclusion 
of a password system adds to the overall 
longevity and to the player’s amusement. 
With plenty of humour Included in the 
sprite movement, backgrounds and general 
gameplay, the lack of level variation tends 
to be forgotten as you concentrate on the 
difficulty of each section and the 
emergence of new and more Interesting 
opponents (each of which are beautifully 
detailed). 


value for money? Despite the lack of 
variation there Is enough to keep your 
attention, with many of the sections highly 
challenging but not frustratingly difficult. 

Graphically the game is superb with 
detail and colour oozing out of every 
pixelated orifice, although I failed to spot 
the similarity between the sprites and the 
actors on which they are based! The 
backgrounds are also detailed in design, 
and due to a pastel colour scheme they 
are unobtrusive enough not to distract 
your attention from the foreground. 


But it’s fun. Bouncing on springs, 
scrambling up to higher platforms, gliding 
on the turbulence of fans, dodging giant 
cannonballs, tumbling off huge Coke cans 
and boulders, climbing up vertical 
conveyor belts and outwitting the 
guardians is all enjoyable nonsense. Like I 
said, it’s not a classic but at least it’s 
playable. 

You can clearly see why Super Back To 
The Future II falls short of the 80% mark - 
the nagging little details bring it down, and 
while it is entertaining to play it simply 
hasn’t had enough thought put into it to 
make it a classic. 

Just keep your eyes peeled for the 
game version of the film Casablanca. We 
hear it is currently in production in a secret 
location somewhere in the Outer Hebrides, 
but the development is being kept a 
closely guarded secret and the graphics 
have yet to be coloured in. We 
will bring you more news as 
and when we have it... ■ 

AUAE ^ 


Using the springs you can aiso bounce up 
to coiiect coins that are situated high 
above the levei fioor, but which spring do 
you use? 


Eaciv FR€»NT 

As well as being hard the game is also very 
long, we counted 18 levels with each 
Including guardians. The password system 
aids the gamer immensely but it still 
doesn’t detract from the long-winded 
essence of it all - the light at the end of 
the tunnel doesn’t seem to get any closer! 

Isn’t this what the average gamer 
wants these days - lots to do and serious 


This game had the opportunity to be 
extremely fast on a par with the likes of 
Sonic or even Bubsy, utilising the dramatic 
curves and declines that can be seen in its 
platform layouts, but it fails to do so. 
Usually the scrolling has a hard time 
keeping up with character movement - in 
this game it would appear that the 
gameplay moves too slowly for the 
backgrounds! 


Using the fans you must 
navigate through 
streams of balloons that 
gently float upwards. If 
you hit one of the 
balloons you have to 
start again 
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HOUSE: INVICTUS 
ORIGIN: JAPANESE 
PRICE: £59 
PLAYERS: ONE 
TYPE: PLATFORM 


Follows th€ fill 
Beautiful srapl 
Plenty of hum< 
Password syst 




In the alternative 1985 Biff is now the 
richest man in the worid. After 
confronting him about his secret 
almanac, Biff chases Marty up to the roof 
with the intention to kili. Even the neon 
lights are out to get Marty 


Marty faces Biff's goons in the lighting 
rigging above the school dance in the 
year 1955. This was where Marty played a 
steaming rendition of Johnny B Goode in 
the previous film but you sadly don't get 
to meet the 'other' Marty! 


Journeying back to 1955, you confront 
Biff yet again but this time for the 
possession of the sports almanac. While 
Biff zips along the screen in his car, 
various obstacles speed towards you 
knocking you off balance 


three 


} options 
of five 


really 


You 


only 


have 


pips 


before 


lose 


life 


energy 


you 


however 


set 


the 


you 


can 


give 


maximum 


you 


lives 


you 


crap 




Your goal in the 
game is to find the 
exits at the end of 
the levels - nothing 
more, nothing less! 


The year is 2015 and throwing something into the bin. Doc 
warns Marty of the dangers of purchasing a sports almanac 
and taking it back to the past to make his fortune - that was 
not what the Time Machine was invented for! 


Hearing this conversation in the year 2015, old Biff Tanner 
steals the almanac out of the bin and climbs into the Delorian 
to do just what Doc told Marty not to do: journey back to 
1955 and get the valuable almanac for himself! 


Due to Biff's antics, when Marty and the Doc return to their 
lives in 1985 everything has changed for the worse and Biff 
Tanner is now the richest man in the world! The alternative 
1985 was caused thanks to the almanac... 


Marty and the Doc have to go back to 1955 and steal back the 
almanac from the young Biff after the old Biff from the 
future gave it to him - but Marty just finds a copy of “Oh La 
La"! Where can the real almanac be? 


WARNING 

IXCISSIVI VOLTAGI 
CHANCE OF FATAL SHOCK 
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SUBSCRIPTION RATES 


12 Issues (+2 free) United Kingdom £30 
12 Issues (+2 free) Europe (Air mail) £44 


We suggest that overseas readers pay by International money order. 


Subscriptions will be processed as quickly as possible, but you should 
allow 28 days for the order to be processed and expect the first 
available issue after that. 


Fill in this form and hand it to your 
newsagent to reserve a copy of MegaTech 


Dear Newsagent, 

Please reserve for me a monthly copy of MegaTech 
which is available fully SOR from UMD. 


Name.... 
Address • 


MegaTech subscriptions. Maverick Magaxines Ltd, 

16-17 Hollybush Row, Oxford 0X1 1JH. 

I would like to subscribe to MegaTech for 12 issues and get a 13th and 
14th issue free of charge. 

Name 

Address 




Post Code 




I enclose a cheque / postal order made payable to Maverick Magazines 
Ltd for: 


® ew you can read the 
most informative, 
exclusive and unbiased 
Mega Drive information 
twice a month... From the 
makers of Mega Drive 
Advanced Gaming, PC Player 
and Super Control comes 
MegaTech - the longest running 
Mega Drive magazine in the 
business. New get your hands 
on even more information 
EVERY month! 
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TEL/FAX: 0847 66949 


INCESS ST REET, THURSO, CAITHNESS, KW14 780 
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TRADE ENQUIRIES WELCOME FOR SECONDHAND GAMES ■ PHONE FOR DETAILS!!! 

WE HAVE FAR TOO MANY OFFERS TO LIST - PLEASE PHONE FOR OUR LATEST SPECIALS 


VIDEO GAME CENTRE 


MEGADRIVE, SUPER NINTENDO, PC ENGINE, LYNX, NEO GEO, 
JAGUAR, GAMEBOY, TURBO GRAFX, GAME GEAR, 3DO 


NEW RELEASES 

SECRET OF MANA.59.99 

EMPIRE STRIKES BACK 59.99 

ALADDIN.49.99 

LETHAL ENFORCERS.59.99 

JOHN MADDEN 94.54.99 

BOMBERMAN +MULTI..64.99 

CLAYFIGHTER.59.99 

TURTLES TOURN.59.99 

GOEMAN 2.CALL 

MEGAMAN.CALL 


HARDWARE 

SUPER NES (UK).85.00 

S.NES + ALL STARS.99.99 

S.NES(USA SCART)....119.99 

TURBO FIRE JOYPAD.9.99 

NINTENDO JOYPAD.14.99 

SCART LEAD.14.99 

STEREO LEAD.9.99 

SAITEK JOYSTICK.29.99 

STEREO SPEAKERS.59.99 

USA/UK/JAP ADAPTOR .19.99 


SPECIAL OFFERS 

CYBERNATOR{USA).25.00 

CONTRA 3(USA).25.00 

SPIDERMAN(UK/USA)...20.00 
EXHAUST HEAT(USA)....25.00 
DOUBLE DRAGON(USA)25.00 

NHLPA HOCKEY(UK).25.00 

POPULOUS(UK).25.00 

STARFOX(JAP).30.00 

MARIO ALL STARS{JAP)35.00 
UK/USA-JAP ADAPTOR .10.00 


CALL FOR MORE PRICES OR SEND S.A.E FOR FULL LIST. WE HAVE A HUGE RANGE OF NEW & 
USED GAMES IN STOCK. PART EXCHANGE WELCOME P&P FREE ON GAMES £10 ON CONSOLES 

PLEASE CALL FOR LATEST RELEASES. 888 WIMBORNE ROAD, BOURNEMOUTH. BH9 2DR 


TEL/FAX 0202 527314 


VISA 



fDO (SCART) ^ PAD ... NO GAME.24.00 

adaptor (RUNS STAR FOX) ...£12.00 £10.00 IF PURCHASED WITH ANY GAME 

^ . 


ALADDIN(US/UK) .. £48.00 

BATMAN RETURNS(UK) . £46.00 

BATTLE GRAND PRIX(US) . £47.00 

CASTLEVANIA IV(UK) . £35.00 

DESERT STRIKE(US) . £46.00 

FLASHBACK(UK) . £44.00 

IREM SKINS(US) . £48.00 

JOE 8 MAC . £35,00 

JURASSIC PARK(UK) . £48.00 

LEMMINGS(US) . £35.00 

LETHAL WEAPON(UK) . £30.00 

MAJOR TITLE(UK) . £44.00 

PART-EX WELCOME 
SHOP PRICES 
MAY VARY 


GAMES 

MULTITAP . £24.00 

NIGEL MANSELL(UK) . £37.00 

PLAYER MANAGER . £43.00 

PUGSLEY SCAVENGER HUNT(UK)£35.00 

ROCK N ROLL RACING . £52.00 

ROYAL RUMBLE (UK) . £52,00 

SECRET OF MANA (US) . £56.00 

SENSIBLE SOCCER UK) . £44.00 

SHADOW RUN (UK) . £50.00 

SHADOW RUN (US) . £54.00 

SIDE POCKET (UK) . £48.00 

STARFOX (US) . £47.00 

22 CENTRAL ROAD, 
WORCESTER PARK, SURREY 


STARWARS (US) . £48.00 

STREETFIGHTER II TURBO (UK) .£52.00 

STRIKER (UK) . £39.00 

SRIKER (US) . £54.00 

SUPER BOMBER MAN (UK) ....£38.00 
SUPER BOMBER MAN 

+ MULTI TAP (US) . £60.00 

SUPER EMPIRE STRIKES BACK (US)£56.00 

SUPER JAMES POND (UK) . £30.00 

SUPER PUTTY (UK).£43.00 

TOP GEAR II (UK) . £44 00 

ZOMBIES ATE MY NEIGHBOUR£44.00 

GAME PRICE 
INCLUDES P&P 
CCNSCLES ADD £5 


IF YOU WOULD 
LIKE TO ADVERTISE 
IN THIS SPACE 
PLEASE CALL OUR 
ADVERTISING DEPARTMENT 
ON: 

0865 202770 



Apollo JS £32 Mortal Kombat £35 Bomberman £28 
Tribal 6-Play Multitap £22 Hudson-Soft Tap £28 
Super4 SNES 6-b pad £10 MD 6-b Fighter pad £10 
Scart Cable £8.5 AV-lead £5 NTSC?PAL chip £8 
Latest RCM upgrade £10 120 games color labels £8.5 
NTSC-PAL booster £25 £3.5" HD 50p each 

SUPER Accesaoples Latest CD Hardwa 

Reah-time save function saves position of all types of 
games at any point, ualimitecl saved stages, jump to any 
stage at any time, secret cheat codes, computer link 



Repair and conversion of oil SNES consoles 
Convert your UK SNES into a Jop FoMicom 
switchoble 50/60hz, use on PAL/NTSC system 
superb color & picture, 1 25% speed increase 

£45 


Latest hardware and software from Japan, IIS, special 
imports of rare accessories, trade welcome 

-f f ^ 


0489-578108 

0489-571828 

0831-376166 
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Lordy lordy, if it isn’t another month of delightful neeps and tatties down here at Instant 
DecaffInated. The Star Chamber have ignored our pleas to keep the page count up so 
we had no choice but to kill their cat. We di warn them but would they listen? Would 
f hell. 
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Interplay are dead good aren't they? But then so are barbequed spare ribs. 

And the best thing to do with Interplay or barbeques is to mix and match. Which is 
why you can use Olaf (a character from Interplay’s Lost Vikings) in Interplay’s Rock ‘N’ 
Roll Racing. All you have to do is select that great big poof Tarquinn on the selction 
screen, hold down Select, L and R and then move right. Hey presto! It’s longboat and 
heavy ale drinking time when Olaf turns up. He’s dead useful as well because he’s got 
+1 everything. Another little four-bar riff of usefullness comes here. Go to versus mode 
and do everything as usual except when you get to the level change screen. Select the 
jolly cold NHO ice-planet. Hold down Select, L and R then right on the D-pad. Amazingly 
enough you’ll be plunged from the freezing wastes of NHO into the huge warmness of 
Inferno, the bonus level. Cracking eh? 


This game’s pretty good really in an 
eye-rotting, flesh-hanging, brain-eating 
kind of way. And it is stuffed with more 
secret bits than Whitehall. We’ll help 
you find one of them but only if you 
are good enough to get all the way to 
Mars Needs Cheerleaders with all ten 
neigbours still intact. If you can’t even 
manage that then you might as well beg 
Noel Edmonds to gunge you. If you do 
have enough talent to manage that 
make sure you rescue all the 
Cheerleaders on the level. Get every 
single silky-hired long-legged one of 
them and another bonus level will 
. Magic! 


appear., 
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I’ve had more fun driving my little nephew’s pedal car than playing this but this little 
noisette of a cheat, little revette of a tip may liven things up a bit. You know how in 
Knight Rider when KItt does a turbo boost and the car leaps into the air without the 
apparent aid of a ramp (although if you look closely you can always see it). Well if you 
press the A button on controller two while driving your car will leap into the air. 
Supergreatsmashing. 


®®(§C©7 




Normally I wouldn't have bothered giving out a tip 
for such a poor, lacklustre, hideous game. However 
it occured to me that anybody unlucky enough to 
own would probably at least enjoy the satisfaction 
of finishing it. So, In a fit of unbridled magnanimity, 
here’s a way of getting infinite credits. On the title 
screen, press Start and when Rocky streaks across 
the screen like the rodent he is, flex the fingers and 
bang this key combination in as fast as your digits 
will allow, y. A, R, A, B, A. A new option screen will 
make itself known, highlight continues and choose 
r number. 


ra 


I was walking through the shopping mall 
one day when I noticed a lad in white 
baggy trousers. He looked like a lad in 
touch with fashion so I went to talk to 
him. All of a sudden a carton of leads for 
connecting microphones to stereos 
crashed on my head. Being a muslim I was 
surprised "By Allah! Din cables all around 
me!" 






Shave your hair and smite those lice. I 
have enough trouble dealing with the 
psychological trauma of developing a 
spot so quite how I’d handle a baby 
Alien emerging from my chest I don’t 
know. Still if you feel up to taking them 
on but are finding it a bit tricky In 
places, read on. It seems that if you 
press the L and X buttons at the same 
time, simultaneously and together you 
will restore your energy. Now if that 
isn’t useful then I’m popular with 
women. 




Lycra bodysuits have never been my 
favourite fashion item. I’m more of a 
cardigan man, you see. Preferably with 
some nice leather patches onthe 
elbows. Having said that I’m not averse 
to dressing up like a clown every now 
and then which is where this cheat 
comes In. Choose Crush as your 
chracter and then throw caution to the 
wind by selecting a Royal Rumble on 
skill level 10. If you feel up to it thow 
everybody out of the ring until the last 
guy and use you power move to get rid 
of him. You can now select the happy 
clown wrestler that is Doink. If you 
aren’t feeling exceptionally cheerful you 
could select the Undertaker instead of 
Crush and choose Kamala at the end of 
the fight instead of Doink. Talking of 
Rumbles has anybody been to LA 
lately? 






mmiii 




Luke Skywalker’s got a bit of a sad 
haircut hasn’t he? Which probably 
explains why Mark Hamill’s career has 
gone down the pan since. Anyway, 
once you finally get around to playing 
this game without being distracted by 
his haircut you’ll realise that it is actually 
a bit tricky. Ever helpful here at Super 
Empire Strikes Control we can now 
reveal how to get seven credits. When 
the title screen comes up all you have 
to do is press the following sequence 
of buttons. X, Y, A, B, X, X and away 
you go. 


Quite. Have some nice level codes. 


Level 2 Genie ■ Abu - Aladdin - King 

Level 3 Jaffar - Abu - Princess - Genie 

Level 4 Genie - Jaffar • Aladdin - Abu 

Level 5 Abu ■ Aladdin - Genie - Princess 

Bonus Stage Princess - Jaffar - King ■ Princess 
Level 6 Jaffar ■ Princess - Aladdin - Jaffar 
Final Battle Aladdin - Princess - Abu - King 






Get your tips in so we can can do this 
next month because if we don’t then 
everybody would get really upset. Well 
after a stupendous month this time 
around (and we’ve still got two pages) 
we need your continued support folks. 


you out something nice and cheerful. Get 
them into: 


We love the Cranberries 
Instant Relief, Super Control 
Maverick Magazines 


All you have to do is send in loads of tips 16/17 Hollybush Row 


and we’ll conveniently remember to send Oxford 0X1 1JH 


BOBS 


vm 
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As always we’ll be 
bringing you a huge 
review of one of the 
biggest games of 
the moment. Watch 
out for something 


truly stunning! 



DIAt.-A-TI» 


* THE ORIOIHAL AHDTHEBEST' 


ALL SYSTEMS CHEATLINE 



SEGA CHEATS N' TIPS.0891 445 770 

CONSOLES CHEATS 'N' TIPS.0891 445 772 

CONSOLE HOTLINE.0891 445 771 

NINTENDO CHEATS N' TIPS.0891 445 769 

MEGA LINE (M/D & MCD).0891 445 787 

LAST WEEK’S CHEATS.0891 101 235 

ULTIMATE QUEST (COMPETITION).0891 445 938 


ALL CHEAT LINES UPDATES WEEKLY / INTERACTIVE GAMES SOLUTIONS 


SONIC 1 2 & 3.0891 445 941 

CHUCK ROCK 2 (SON OF CHUCK).0891 445 942 

DESERT STRIKE / JUNGLE STRIKE.0891 445 957 

STREETFIGHTER 2, (inc Turbo Ed).0891 445 940 

SHADOW OF THE BEAST 1 2 &3.0891 445 943 

MORTAL KOMBAT.0891 445 987 


FOR INFO ON HOW TO GET FREE MEMBERSHIP TO OUR CHEAT CLUB I 

D IA.L 0891 44-5 939 1 


IF YOU'RE STUCK IN A GAME CALL OUR QUESTIONS & ANSWERS LINE 


I DIAL 0891 445 768 I 

GUIDING LIGHT COMPUTER SERVICES LTD, P.O. BOX 17, ASHTON UNDER LYNE, OL7 OWW 
For full competition rules send s.a.e. Calls cost 39p a min on 'cheap rate' and 49p a min at all other 
times. Please get permission if you don't pay the bill. Maximum call charge £3.68 



Aladdin..£46.99 

Battletoads.£29.99 

Bubsy.£29.99 

Madden '94.£54.99 

Mickey's Magical Quest£34.99 

NHL '94.£49.99 

Robocop vs Terminator£44.99 
Secret of Mana.£54.99 


SEND S.A.E FOR 
CLEARANCE USA 
TITLES FROM 
£14.99 


SNES USA 
SCART 
£114.99 


Aero Acrobat .■!^?^T!7?T!f.£44.99 

Aladdin ...if.'f £46.99 

Asterix. ••••ffli- .£34.99 

Cliffhanger.£34.99 

Daffy Duck.£46.99 

James Pond Crazy Sports..£36.99 

Jurassic Park.£46..99 

Lamborghini.£46.99 

Lawnmower Man.£42.99 

Major Title.£39.99 

Megalomania.£39.99 

Mortal Kombat.£52.99 

MrNutz.£39.99 

Tiny Toons.£39.99 

Top Gear 2.£42.99 


AMAZING TENNIS > 
" £24.99 " 


BOB . 
£24.99 


CAPTAIN AMERICA 
£24.99 


Turtles Tournament 
Fighters £49.99 


OUT TO LUNCH 
£24.99 


Large stocks of 
used titles - call 


Sesible Soccer 
: £42.99 




A FEW EXAMPLES 

Adventure Island.£20.00 

Dragon's Lair.£20.00 

Populous.£20.00 

Super Aleste.£20.00 

Kick Off.£18.00 


[Troddlers.£36.99 

Sunset Riders.£42.99 

World Class Rugby.£24.99 

Winter Olympics.£42.99 


Pro Adaptor £ 19.99 
Standard Adaptor £9.99 


Pugsiey's Scavenger 
Hunt £27.99 


Super Swiv 
£24.99 


+ Many More!! 


THE ABOVE IS ONL Y A SELECTION OF OUR EXTENSIVE RANGE - PLEASE CALL 


ALL PRICES INC VAT - P&P PLEASE ADD £1.50 PER GAME 

CONSOLE CONNECTIONS - UNIT 2, OLD BAKE HOUSE LANE, 
CHAPEL STREET, PENZANCE, CORNWALL TR18 4AE 
TELEPHONE 0736 331131 10AM-7PM, 6 DAYS 



TxJ_K Guinea E;idrajige 


MEGA-CD, MEGA DRIVE,MASTER SYSTEM 
SUPER NES, NES, GAMEGEAR, GAMEBOY 


The Original, the Best, the BIGGEST!! • hUCCLECOTE, GLOUCESTER^ GL3 3AZ TEL: 0452 611550 

^ ’ ’ ^NAME 


SWAP 


U'S 




■ )NP;i 


WE DO NOT CHARGE FOR POSTAGE, WE DO NOT USE A POST BOX NO, WE 
DO NOT CHARGE MEMBERSHIP FEES, BUT WE DO DELIVER BY 1ST CLASS 
RECORDED DELIVERY POST!! WE CHARGE ONLY £6.00 (TOTAL) PER GAME 
EXCHANGED. WE CARRY A LARGE UP TO DATE STOCK OF GAMES, TOO 
MANY TO LIST. OUR MEMBERSHIP NUMBERS HAVE RISEN TO WELL OVER 
3000! MAKE YOUR CHOICES OF A SIMILAR MEGA DRIVE ADVANCED GAfU^NQ 
RATING AS THE ONES YOU SEND. FOR THEIR SAFETY, SEND GAMES IN 
PADDED PACKAGING AND BY RECORDED DELIVERY. USE A COPY OF THE 
FORM OPPOSITE OR SEPARATE SHEET OF PAPER IF YOU DO NOT WISH TO 
CUT OUT THIS COUPON. GAMES ARE USUALLY DESPATCHED BY RETURN 
OF POST PLEASE ALLOW A MAXIMUM OF 14 DAYS FOR DELIVERY. ONLY 
CARTRIDGES THAT ARE BOXED WITH INSTRUCTIONS WILL BE ACCEPTED. 
WF Ai .SO Ri )Y AND SELL 2ND HAND GAMES AND CONSOIX S. 


..POSTCODE., 


Iaddress. 

1 . 

•signature of guardian 

[(IF UNDER 18). niT 

F 1 ST CHOICE.^ tO.UU 

j2ND CHOICE. <^(T0TAL): 

j3RD CHOICE. 

j4TH CHOICE. 

■game enclosed. 

Jamount enclosed £. 

PLEASE MAKE CHEQUES OR P.O.S PAYABLE TO: 

THE GAMES EXCHANGE 

SUBJECT TO OUR TERMS AND CONDITIONS AVAILABLE BY SENDING A S.A.E. 


BEWARE OF 

LOW-FLYING PANCAKES!! 

TO AVOID THE ABOVE CALL 0865 202770 - QUICKLY 





































































































































player games are excellent 
despite what “Total" magazine 
may say about the one-player 
game. 

After I completed these 
games (no mean feat). I looked 
through my SNES magazines and I 
pondered on which game to get 
next. The only classic remaining 
seemed to be another Nintendo 
masterpiece - Zelda ill. This game 
epitomises what a game should 
be like. - Extremely enjoyable, 
Involving and bloody difficult. At 
this stage, I was virtually urinating 
on my Mega Drive but I managed 
to restrain myself! 

By now the entire SNES world 
was looking forward to the “big 
three of 93" - Mortal Kombat, SFII 
Turbo and Mario All-Stars. These 
games exploded onto the scene 
In one month and not surprisingly 
took the video game industry by 
storm - for a while at least. After 
the initial hype everyone saw 
Mortal Kombat for what it really 
was: A poor man's SFII with great 
graphics but precious little 
gameplay. My next comment is 
extremely controversial and will 
probably not be agreed with by 
any one in the gaming fraternity: 
Super Mario All-Stars is not a 
good value package but four very 
average platformers compiled 
together on one cartridge. After 
the feeling of “Wow! Four games, 
what a choice!" has dies down 
you feel rather ripped off and will 
probably not be playing it a week 
after you’ve bought it, never mind 
a year. The games are not only 
easy, but extremely repetitive ( 
what a proclamation, eh!). I 
actually believe that magazines 
have been a bit harsh on SFII 
Turbo, in commenting that it is 
only SFII with a few extras. Unless 
you have actually played it 


thoroughly you will not notice a 
new game there and it is perhaps 
the only video-game cartridge 
which could dare ask the 
ridiculous price tag of £60. 

And now, as I write this letter, 
the Nintendo world Is in shock 
after Sega's Christmas onslaught. 
They destroyed us. With epic 
games like FIFA Soccer. Aladdin 
and SFII CE on offer on the Mega 
Drive, our meagre All-Stars 
package did not keep us in strong 
contention. And now I ask myself 
whether selling my Mega Drive 
was such a hot decision. From my 
position, I see that the success of 
the SNES revolves about 
Streefighter variations and the 
next Big Thing from Nintendo. 

Was the success of the Mega 
Drive software over the Christmas 
festivities a one month wonder or 
a sign of things to come? With the 
year of hyped, mediocre games 
over, let us hope that better, 
more substantial games are 
manufactured. It seems quite 
encouraging at the moment with 
Secret of Mana, Actraiser 2 and 
Sensible Soccer on the verge of 
release but what about Starwing 2 
- a sequel to an easy, dismal but 
flash shoot’em-up. I wonder if FX 
Trax follows suit? SNES owners 
have a lot to be proud of and I 
love the machine but we have all 
got to the stage where the only 
thing to look forward to is an 
add-on to the Streetfighter series. 

Maybe my comments are 
controversial yet I believe with 
sufficient foundation in the truth. 

I leave this topic open to 
conjecture within Super Control. 


I think the mag is great and the 
map guides are very useful. Could 
you please answer these 
questions. 


After reading issue 9 of your 
refreshing magazine, I began to 
contemplate the state of SNES 
software at the present time. I am 
fifteen years of age and have 
been involved in the gaming wars 
for over nine years now. I have 
seen the rapid advancement in 
computing technology. From the 
days of the late, great Amstrad 
CPC and Spectrum +3 gamers 
have been presented with 
products of the highest quality. I 
have played Batman on the CPC, 
Monkey Island on Amiga and John 
Madden on the Mega Drive and 
have loved every moment with 
those computers /consoles. 

When I received the SNES 
Super Mario World package early 
in 1993, I was not disappointed. 
After playing on the Mega Drive 
for over a year. It was a relief to 
find a console with such classic 
games and superior capabilities. 
As far as I am concerned. Super 
Mario World has been 
unparalleled by any other 
platform game and although the 
majority of SNES owners have 
abused and dismissed it, it is 
undoubtedly the game which 
instigated the SNES phenomenon. 

I went on to get Super tennis and 
the two greats - SFII and Super 
Mario Kart, which must be 
described as the best games on 
the machine. I cannot really add 
to the praise which SFII has 
received but Super Mario Kart is, 
in my opinion, the greatest video 
game of all time. It combines 
great graphics and sound with 
gameplay which is addictive, 
tricky and strategic. It is a 
package oozing with “value for 
money". Both one player and two 


1 When will Mortal Kombat 2 
be released on the SNES? 

2 I like very hard 
games, could you 
tell me what to 
buy? 

3 What is the best SNES 
game around? 
i 4 Is Virtual Soccer 

worth getting? 

^ 5 When will the CD for 

the SNES be coming out 
and how much? 


Thanks for your time, 


Super Control: 

1 Mortal Kombat 2 will be 
released on the SNES in the 
second half of this year. We don't 
have nay more precise 
information than that at the 
moment 


2 Super Empire Strikes Back is a 
bit of a killer. 


3 Super Mario Kart is absolutely 
fantastic. SFII Turbo isn't half bad 
either, nor is Star Wing. 


5 It won't, the project has been 
cancelled. Nintendo is now 
working with a company called 
Silicon Graphics - they specialise 
in high-end graphics workstations 
- to produce a new machine for 
1995 or 1996. 


Thanks 


Super Control, 

Blimey! An intelligent well argued 


ISSUE 1 1 
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First of all I'm going to say that I 
think your magazine is truly 
amazing, but could you help me 
to whack somebody. I’m talking 
about SFII. Now I believe that I’m 
90% perfect using Blanka but no 
matter how hard I try my mate 
keeps battering me with Chun Li, 
she’s just so quick. Now, nobody 
is immortal (I dunno Cliff Richard 
is doing a pretty good impression 
- Ed). Is there a way I could 
repeatedly batter him, preferably 
using Blanka, if not any of the 
other guys. Not Chun Li though or 
any of the difficult special moves, 
eg Dragon punch. 

I’m starting to hear voices in 
the distance, the men in the white 
coats are coming to hound me, 
please could you save me before 
it’s too late. 

ack Murphy. St ’'gnes, 
nnwall 


do they be smarty-smart! 


Super Control 

Well, lain I don’t know what your 
problem is. You’ve said yourself 
we are the best SNES mag around 
and then you start whinging that 
we aren’t giving you anything. The 
fact is our market research 
showed us that the majority of 
our readers weren’t especially 
sensitive to price or free gifts, 
clearly you are a bit of an 
exception here, so we decided to 
fling all our financial resources 
into producing the best mag we 
could. Despite our efforts we still 
get Muppets like you writing in 
saying crap things like "Ee do ^ 
poke on!" and proclaiming that 
G’n’R (the biggest bag of 
overrated shite this side of 2 
Unlimited) are "smarty-smart". This 
just goes to show how happy you 
would be sharing quality time with 
Kermit. 


letter. You made some very valid 
points there, Justin particularly 
about Nintendo’s complacency in 
the face of an onslaught of 
quality titles from Sega. Whether 
Sega can sustain it is difficult to 
say but more worrying is the fact 
the Nintendo don’t seem to have 
anything on the way that could 
herald some form of fight back. 
The next Super FX game, FX Trax, 
is still some way off and in he 
meantime it is your usual 
mediocre tat. Maybe its just that 
no-one wants to release a decent 
game so soon after the mega¬ 
selling Christmas period. Whatever 
the reasons, with Sonic 3 only just 
around the corner Nintendo are 
going to have to pull something 
out of the bag very soon. 


Super Control: 

You have two ways out of this 
particular dilemma. One is to 
throw away your SFII cartridge 
and go out to find yourself a life. 
Meet people, snog women, go to 
the movies, read books. It isn’t 
that difficult. The second option 
Is this: Try Ken or Ryu and stop 
being such a wimp about using 
special moves. 


SESAME STREET 

Caar Ci^ntfol 

The other day I tried on my 3D 
spects (sic) while I was playing 
the SNES and to my surprise I 
found I was playing Streetfighter 
11 in 3D. The effects were 
excellent, I tried some other 
games with it Star Wing, Another 
World, Star Wars. You name it, it 
worked on ail of them, although I 
found it worked better on 
scrolling SFII style games. 


I have been meaning to write to 


I'M SCARED 

I am fifteen years old and my 
girlfriend says I spend too much 
time playing with my SNES and not 
enough time playing with her. Its 
not that I don’t fancy her or 
anything it’s just that I really enjoy 
a good game of SFII for a couple 
of hours before I do my 
homework. She always wants to 
come round and help me with my 
homework, especially if my mum 
and dad are out but I can’t spend 
all my time with her. What should I 
do? 

Super Control, 

Mike. Can I call you Mike? Look 
Mike, what you have here is a girl 
who obviously enjoys your 
company and fancies you like 
mad. Don’t give up everything for 
her, you can’t go round doing 
that for any woman you come 
across, but spend some time with 
her. See what she wants do when 
she’s with you. You never know, 
you might enjoy it. If you don’t 
enjoy it then talk to your PE 
teacher or something, he's bound 
to help. 


you for some months now. I know 
your mag is smart and the best 
SNES mag around but ever since 
issue three you have put the price 
up to £2.25 which is reasonable 
because of inflation etc 
^ but what I want to 

know is why you 
stopped giving 
away free giant 
posters which were 
highly appreciated. 

Surely by putting the price up you 
would be able to give away more 
free gifts. Also since this price rise 
you haven’t given away anything. 
Apart from that your mag gives 
great coverage and review, news 
and previews on the latest SNES 
games. 

tacH ; 1, then, fa!n 


PS Ee do poke on! 


PPS Do you like Guns n Roses? I 



If you’ve still got a pair of 3D 
glasses (they must be the BBC 
Children In Need ones)try them 
out, it’s really worth it. 

David isrookes, Loughton 
^ssex. ' 

Super Control. 

Look, either you need some 
urgent psychiatric attention or 
you’ve decided to try and slip in 
an early April fool. Those glasses 
only work with 3D dedicated TV 
programmes, you’ve just been 
experiencing the strange effect 
that wearing funny coloured 
plastic in front of your eyes has. 

Do you not think that if these 
games had a hidden 3D mode the 
software companies would have 
told us? You are very stupid. Still 
if you will live in Essex what do 
you expect? 

WIFE-BATTERING 

Dsas Super Control 

f SUPER CONTROL 


NOW HE SEES IT 

Oh blimey, even the lettuce page can’t escape Allie’s 
axe of doom. It looks like it’s a two-page thing from 
^now on, folks! Still, at least it means that only lettuce 
of real quality will make it into print now. Providing 
anyone bothers to write in that is... 

So, all you shortened lettuce page lovers out there 
- why not write in an extra long letter and see if it gets 
printed? We don’t offer any prizes or free games, but 
there’s a free chocolate bar for the writer of the best 
letter. Maybe. 

LETTUCE PAGE 
SUPER CONTROL 

Maverick Magazines, 

16-17 Hollybush Row, 

Oxford, 

0X1 1JH. 
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■S£GA,M£J GADRIVE + 
MEGA CD INSTANTLY! 
0839 40 70 69 




£500 INSTANTLY! 
.0839 40 70 61 


A SEGA 
MEGA CD 

INSTANTLY! 
0839 40 70 64 


GO MAD! GRAB tZDU 
WORTH OF COMPUTER 

GAMES OF YOUR CHOICE! 

INSTANTLY! 
0839 40 70 66 



PLAY THE 


ADVENTURE GAME! 

BEAT THE VILLAIN AND 
WIN THIS INSTANTLY! 


+ 2 SUPER MARIO 
ALL STARS CARTS 
0839 40 70 72 


PHILIPS CDi + 

GAME OF YOUR CHOICE! 
INSTANTLY! 0839 40 70 71 


WIN £100 WORTH OF 

MANGA VIDEOS 

0839 40 70 74 CLOSES: 31.5.94 


WIN THIS AMAZING 

AMIGA CD 

INSTANTLY! 
0839 40 70 60 


ME^DRIVE 

+ GAME OF YOUR CHOICE! 

INSTANTLY! __ 

0839 40 70 63 


GET THE mm 

BEST KIT! 

WIN £250 OF 

SPORTS GEAR 

0839 40 70 75 
CLOSES: 31.5.94 


ANY 

MOUNTAIN 
BIKE UP 
TO £200 

YOUR CHOICE! 
INSTANTLY! 
0839 40 70 68 


SUPER 

NINTENDO 

+ GAME OF YOUR 
CHOICE! 
INSTANTLY! 
0839 40 70 65 


GET HOLD OF THIS 

GAME GEAR 


+ GAME OF YOUR CHOICE! 



INSTANTLY! 
0839 40 70 67 


WIN A FABULOUS 

KARAOKE 

MACHINE 

0839 40 70 76 
CLOSES: 31.5.94 



WIN AN 

AMIGA 


A1200 

0839 40 70 62 


CALLS COST 36P PER MIN. (CHEAP) 48P PER MIN (OTHER TIMES). MAX POSSIBLE COST £3.60. PLEASE G|J PERMISSION TO MAI^ THIS CAU.. WHERE 
INSTANT WIN IS INDICATED THERE IS NO TIEBREAKER AND PRIZEWINNERS ARE DECIDED INSTANTLY BY PLAYING A DECIDI^ 

COMPS. CLOSE 28.2.94 AND AGAIN ON 31.5.94. ALL COMPETITIONS INVOLVE MULTIPLE CHOICE QUESTIONS. NUNTENDO/SEG^A^GA + IUR^^^^ 

ARE ALL REGISTERED TRADEMARKS OF THEIR RESPECTIVE COMPANIES. WE ARE NOT RELATED TO OR ENDORSED BY THEM. FOR RULES/WINNERS 

SEND SAF TO: N TC. PO BOX 1608. TROWBRIDGE. BA14 8FL ___ ■ 















Max. duration 7.5 mins with multi-choice answers. If you don’t pay the phone bill get permission from who does. Calls cost 36p a min. cheap rate or 48p a min. at all other times. Max 
cost £3.60. Rules/winners free by post from EarthBound, Enterprise House, High Street, Newcastle NE15 8LN. Winner picked at random on closing dates 20/6/94 to be notified by post. 
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Ancient Chinese proverb: Less is more 
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ISSUE TWELVE ON SALE 31 ST MARCH 


A COPIOUS AMOUNT OF TIPS NEXT MONTH FOR ALL THE LATEST 
AND GREATEST SNES GAMES. AND A FEW FOR THE CRAP ONES TOO 


VIRGIN'S LONG AWAITED JUNGLE BOOK GETS PREVIEWED. LOOK 
FOR THE BEAR NECESSITIES WITH SUPER CONTROL 




gggg»g«^-’" 





IN THE RUN UP TO THE ECTS, EUROPE'S PREMIER GAMES INDUSTRY 
SHOWCASE WE LOOK AT WHAT'S ABOUT 



EMPIRE'S SPACE ACE, LOOSELY BASED ON THE OLD LASERDISC 
GAME, GETS THE PLATFORM TREATMENT 


SUPER CONTROL • ISSUE 1 1 • APRIL 1994 











































M 300/jA6y*R »WM»W NOWlj 

set' IStLOM »'0K l/t. I#^IUS: wu; 




w:T«AiseR7(ius) 

J/U.KDPIH [UK) 
f m OF FKHTIM iPS) 

^ BATTLETETUISiMF) 

VBOMBERMAN (UK) 

IbOMBERMAK *MULT)TA)> (US) 

JCLAYOGHTEBSIUS) 

'^DKFFY DOCK (UK) 

DEKMIS (UK) 

Pe FKANKEH (UK) 

EMPKE STRIKES BACK (US) 

EQUMOX(US) 

FATAL FURY 2 (JAP) 

FLASHBACK (US) 

60EMAH 2(JAF MYSTICAL NMJA 2) 

MTERKATMMAL TElMIS (UK) 

MTERKATKMAL TDMIS TOUR UAP DAVIS CUP) 

UWNMOWER MAN (UK) 

LEGENDS OF THE RING (US) 

LEMMMGS 2 

LETHAL ENFORCER WITH GUN (US) 

MACROSS (JAP) 

MADDEN U(U5) 

MAJOR TITLE (REM SKMS GOLF) (UK) 

MARK) ALL STARS (UK OR US) 

MEGAMAN X 
MYSTICAL NMJAIUK) 

PROGRAMMABLE ADAPTORS LETS YOU PUY ANY GAME ON ANY MACHINE 
DATEL IMIVERSAL ADAPTORS M.Y9 SN PROPAD 2 PROGRAMMABLE 

300 MOW IN STOCK ONLY 6YY.00 INC VAT 
ATAiZI JAGUAR ONLY 2Y9.00 INC CYBERMORPH UMITED SUPPLY 

TO ORDER, use THe FORM BeU)(A),ORCALU 


44.YY MESC LO MANIA (UK)^ 

44.91 MORTAL KOMBAT (UK) 

54.11 MR NUTZ (UK) 

61.11 NBA JAM(UK AND US) 

31.11 NBA SHOWDOWN (US) 

54.11 NHL 14 (US) 

53.11 PINBALL DREAMS(UK) 

44.11 PMK PANTHER (US) 

31.11 PLOKttJK) 

31.11 POPM TWIN BEE 2(JAP) 

54.11 POPULOUS 2(UK) 

48.11 RAMNA1/2 (UK) 

61.11 ROBOCOP VS TERMINATOR (US) 

44.11 RKK N ROLL RACING (UK) 

61.11 SECRET OF MANA (US) 

44.11 SENSIBLE SOCCER (UK) 

31.11 SHADOWRUN(UK) 

44.11 Sf>E POCKETttlK) 

44.11 SKY BLAZER (JAP) 

4111 STREET FIGHTER TURBO (UK OR US) 

61.11 SUNSET RVERS (UK) 

61.11 TOP GEAR 2 (UK) 

44.11 TOTAL CARNAGE (UK) 

31.11 TURTLES TOURNAMENT FIGHTERS (US) 

44.11 WOLFENSTEM (UK) 

41.11 WORLD TROPHY SOCCER UAP STRIKER) 

31.11 YOUNG MERLIN (UK) 


R)R 2.4-HOUR. 
OR.DS.RS • 


07t637<743 

PRICES OOOTT.PMAII OrOLY • Stiop MAY VAR’Y. _ 

■ULl IN lu ONEOF OUR SflOKI 

Jli.'l WHITFIELD STREET! 

1“^ (NEAR WARReM STR€eTTU8e') 

LONDON WIP5RV!! 
PHONE 071 3S8Z6I3 

TmeMM 4 M COURT ROAD 

(inside HI-FI SURPLUS STORE■) 

LONDON iNl 

071 530 


gm caaciE) 

WE'i/EGor StACKG Of 

BARGAINS,TOO! ALL OF THtM ARE 
FULLYGUARANT&eO-ALL OF THEM 
ARE CHEAP'. TUST THINK OF A GAME 
AND ASK US IF WEVE GOT IT — 
CHANCeS ARE WE PROBA&LY HAVE! 
WE ALSO pay cash your 

HANP Titles,OR let you 

.PART-EXCHAKGE THE^A TOWARDS 

^WVTHING BLSElAiCHAVB 
INSTOCK! 


[dear tcrcomputer exchange, Please 

SEND "WE FOao^^llNC»: 


If 


MV name is 


MV APPRESSIS. 


TEL M 0 -. 


SEND THIS, PWs A CHeQue/p.o. Payable id 
’TOR computer exchange" Faw il-SO PtP> 


TO'. 


lltS WHITFIELD 5T. 


LOM DON) 
WIP 5RY 


Sc, 


/LLfOFPEAS SU^^ecTTO 


CrtAMC.6tAVAItA«lL.TV. 10 MUS-r BE PRAVIpeo 6Y AlT ^euiER? Of STfiCK.TRAt^ eNQ'S lotUOMt. «A1> SUPERKA'fLO. 


C(/r tr our MAN!‘ 





























































































creating a world of difference 


ITS TTil rA I HI M [ in T SYSTe mI 


iTre^camesS^TfeTrTOmdedi/vitlrarrofffltrng'a’steroid and the top 
trophy was smashed into five pieces which are now scattered 
around the globe. Join football crazy Soccer Kid in his quest to M 
recover and reassemble the World Cup. * 

Prepare to meet all manner of madcap characters in dozens of 
lush, detailed locations ranging from England, to the Italian Riviera, 
through Russia’s frozen forests. Take a ride on Japan’s Bullet Train and 
end up on the rough and tough city streets of the U.S.A. It’s awesome 
arcade action all the way with a blistering soundtrack to match. 


OCEAN SOFTWARE LIMITED • 2 CASTLE STREET ■ CASTLEFIELD • MANCHESJERTSTJ 4LZ • TELEPHONE: 061 832 6633 • FAX: 061 834 0650 
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